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3 UNicpue Align Sfccics 

Whether you command the 
nomadic Terrans, mysterious 
Protoss, or voracious Zerg, 
you must devise totally unique 
strategies to master the 
specialized units, abilities 
and technologies of each. 
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Intense Internet Comf'CTTnoN 

Challenge the world with FREE* 
access to Blizzard Battle.net. Up to 
8 player Internet support including 
worldwide player rankings, 
tournaments and challenge ladders. 


UNEpUflLED 

CAm-p-RiGN Editor 

Construct individual 
missions or entire 
campaigns with unrivaled 
options and ease. O— 





ReVOLUTIONfIRY SPECIAL €ff€CTS 

Real-time light sourcing, true line of sight and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. 


MULTIPLE THEATEAS OF SATTLE 

Engage in a deadly mix of space combat, 
planetary assault and covert base infiltration. 
Command Ghost Espionage Agents, Protoss 
High Templars, and Zerg Defilers as you seek 
to conquer the galaxy. 
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s a deal you don't see every day 

limited time only, when you buy a Fifth Edition ™ deck we ll 
throw in a free Fifth Edition booster to go with it 

(In other words, you score a free rare.) 

This deal is valid only at participating game stores. 

Don't miss out on a rare opportunity. 


http:/ /www. wizards.com 

Wizards of the Coast" Customer Service: (206) 624-0933 

Wizards of THE Coast. M,**: Th, CheHn* and m Ed*™ traOonwks of Wharfs oft* Coast ,nc. c 1997 wizards of the Coast Inc 
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Pump Up the Volume 



O NE OF THE BEST TlIINGS about working on The Duelist is that life never 
gets boring. With this in mind, I thought I would catch all you readers up 
on what’s going on here at Duelist Central: For those of you who didn’t read 
last issues Letters (and we know who you arc—shame on you), I am happy 
o> officially announce that The Duelist is going monthly as of this issue. For 
those that fear change, I assure you that each issue will still contain the columns and 
departments you have grown to love, just twice as often as before. And yes, for those 


masochistic readers out there, this means 



This issue also marks the premiere of a 
new series of fiction in The Duelist. In 
“Heart of a Minotaur,” the first of three 
stories by Star Trek author Kij Johnson, 
we witness the original meeting between 
Sisav and Tahngarth (page 70). 

The results of the 1998 Duelist Invita¬ 
tional have been tallied and the panel has 
selected sixteen invitees for next year’s 
“all-star” Magic tournament. Turn to 
page 68 for a listing of the competitors. 

Astute readers will also notice a new 
logo gracing our cover. A new look for a 
new Duelist 

After months of searching, The Duelist 
has finally found someone to fill Melody 
Alders large editorial shoes. I hope you 
will all join me in welcoming Will 
McDermott to the Duelist family as our 
newest editor. With our current editorial 
content doubling this upcom¬ 
ing year, I am sure he’ll 
have his hands full. 

I hope you enjoy all 
the changes going down 
as we strive to make 
The Duelist the best 
magazine in the busi¬ 
ness. See you next 
month. (It feels 
good to say that.) 


Mark Rosewater 

Editor in Chief 


you now only have to wait one month for 
new puzzles (as well as solutions). 

When you peruse the table of con¬ 
tents, you will notice a new author with a 
familiar name. Pro player Eric Tam has 
joined The Duelist as a regular columnist. 
In his column “The Drafting Table,” 

Eric will explore the art of deck con¬ 
struction. From land ratios to sideboards 
to card combinations, Eric will explain 
the nuts and bolts of the game before the 
game. Check it out and take a peek at his 
first installment on page 54. 

We are also introducing two new fea¬ 
tures to the Magic Compendium. “Extra 
Pulled” is a humorous look at cards that 
didn’t quite make it through the develop¬ 
ment process. “Theme Weavers” is a 
chance for you, the reader, to show off 
the more fanciful, theme-related decks 
you’ve created. Try ’em, 
you’ll like ’em 
(p- 38). 
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First Contact, Decipher's next expansion for the Star Trek Customizable Card Game , brings to you the 
marriage of flesh to metal, the conversion of emotion to pure clean logic and the relentless quest for perfection. 
Think you know how to play? Well with the Borg around there’s a whole new game in town. Missions get 
Thwarted, planets and ships are assimilated and personnel have a really bad day. Don't just take it. 

‘Do something! 

So if you are an existing player, or a newcomer to this game, prepare to experience 
the ruthless power of the Borg. 


The Art of Great Games 
Visit our website at www.dec 
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Operation Market Garden was Reid Marshal Montgomery's brilHant uber-plan to send the 
Nazis scampering back to Berlin once and for all. And even though it began with the 
largest airdrop in military history, it ended up a complete and bloody failure. Maybe you 
can do better. With the right amount of strategic brilliance you can take the fifth and final 
bridge that Monty so unfortunately missed. It’s simple. Recreate history and you will fall. 
Rewrite It and well, anything's possible, www.microsoft.com/games/closecombat 


H; lihi C cofjyvlgfet 1997 Crjr Atom* Gam**. Inc Alt r tfM* rrwveo 

















/ 

ABOUT OUR, CONTRIBUTORS 


Finding 
tlis Niche 

Paolo Parente. Bom in 

San Remo, a small sea¬ 
port in northwest Italy, 
he’s the third of three 
sons bom to Domenico 
and Hughette Parente, an Italian pediatrician 
and a French housewife. His first name is 
Paolo—and painting is his game. 

“When I got started, I had no mentor,” he 
explains. “It was by chance.” 

It was a chance that paid off. Originally a 
fashion illustrator, Parente got his start 
working at fashion magazines in Italy. 

When he determined his love was an occu¬ 
pation worth pursuing, he traveled to the 
U.S. to study illustration. He attended the 
Pasadena Art Center, but dropped out soon 
after arriving; Los Angeles, it turned out, 
didn’t agree with him. 

“It was extremely expensive,” the 32-year- 
old recalls. “And since I didn’t want my par¬ 
ents to support my studies, 1 decided to go 
back to Italy. I ended up sleeping in a car [in 
L.A.].” Parentes move home quickly proved 
fruitful. 

“1 was walking around Milan and I saw in 
a shop window a book called Heroesfor War 
Games. It was mainly about Games Work¬ 
shop and miniatures for roleplaying games. I 
went crazy. I immediately fell in love with 
those things.” 

Since then, Parente's work has been pub¬ 
lished by numerous companies: DC, Dark 
Horse, Marvel, and, of course, Wizards of 
the Coast. Parente s art can be seen in 
Weather light. Portal\ and Tempest. 

This month his passion for painting and 
fantasy appears on our cover with a reinter¬ 
pretation of Commander Greven //-Vec. 

“Here’s a guy who’s really going after 
power,” says Parente, “and he wants power at 
any cost. So I showed him climbing this 
mountain and reaching the top. Along the 


COMING IN ISSUE #22 

► 1996 U.S. National Magic Champion Dennis Bmtlcy 
provides strategy for playing with Vanguard card* 

► Preview of Vanguard’s latest eight-card lineup 

► Sneak peek of the soon-to-be-launched Magic 
The Comic Book series. 

► Youth in Magic: the game’* emerging superstars. 

ON SALE DECEMBER 30 


way he’s kicking everything out of his way. 
His mouth is open, but he’s not screaming. 

I Ie’s just saying, ‘Here I am. 7 here s no one 
else on his level.* 

More TThan 
Meets the 
£>ye 

Brian Hacker. Dennis 
Rodman he’s not. And 
thatsjust fine with 
Brian Hacker. 

“The hair-dye thing started as a good luck 
symbol, though it has functioned as any¬ 
thing but,” say's the Pro Tour veteran who 
has changed his hair color at every' new 
venue. “The Pro Tour event 1 did best at 
[ Dallas, November ’96] was the only tourna¬ 
ment where my hair wasn’t dyed. Now, I just 
dye my hair to look different and because I 
think it looks good.” 

Although he can’t rebound like the 
Worm, he can play Magic with the best of 
them. Besides his semifinal finish in Dallas, 
Hacker has posted other impressive Pro 
Tour performances: 13th at Paris (April ’97); 
36th at Los Angeles (March ’97); and 45th 
at Atlanta (Sept. ’96). 

“Great Magic players keep studying the 
game, even after a victory,” Hacker explains. 
“Rather than rest on past success, great play¬ 
ers keep working on new deck strategies and 
new sets.” 

A 23-year-old student at UC-San Diego, 
he studies much more than English Litera¬ 
ture and Philosophy: Hacker contemplates 
life as well as Magic combinations at almost 
every' opportunity. He’s counted among 
“The Hitmen," an impressive team of Magic 
duelists that includes True Bui, John “Daddy” 
Yoo, and Shawn “Hammer” Regnier. 

In this month’s strategy' feature (“Adapt¬ 
ing to the Environment,” p. 64), Hacker 
compares various expansions and play for¬ 
mats. It’s territory' he knows all too well. 

“One of my r favorite elements of Magic 
is how it changes and never stay's constant. 

As new sets come in, you feel challenged to 
stay ahead of the other competitors. Many 
players stay too rigid in their philosophy' 
and approach to sets. Hopefully' my article 
will show the need to approach each set 
differently.” 4 
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The Ultimate Evil Bi quires 
The Ultimate Sacrifice. 
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Amazing graphics crcated by artists 

FORMERLY OF THE RENOWNED DON BLUTH STUDIOS 


A PROGRESSIVE GAME STRUCTURE REVEALS NEW 
ADVENTURES AND PUZZLES AROUND EVERY CORNER 


Dynamic plot combines innovative 

SWITCHED CHARACTER PERSPECTIVES AND 
INTRICATE STORYLINE 


Smooth scrolling parallax layers and 

HIGH RESOLUTION GRAPHICS CREATE AN INTENSE 
CINEMATIC EXPERIENCE 


CAN RULE THE WORLD. 
IT’S UP TO YOU TO STOP 
THE APOCALYPSE AS YOU 
CONTROL THE ACTIONS 
OF CEORCE AND NICO 
THROUGH AN EXCITING 
ADVENTURE FILLED WITH 
BLOODTHIRSTY THUGS, 
DEVIOUS LOCALS 
AND EXOTIC LOCATIONS. 


FOR THOJU£ATO)S OF 
YEARS ‘THE * MIGHTY 
MAYAN COD OF DEATH, 
TEZCATLIPOCA, HAS BEEN 
TRAPPED BY THE POWERFUL 
MAGIC OF ANCIENT PRIESTS. 
NOW THE FIENDISH DRUG 
LORD KARZAC WANTS TO 
UNLEASH THIS EVIL DEMON 
SO THAT TOGETHER THEY 


THE SMOKING MIRROR 


LOOK FOR SPECIALLY 
MARKED VIRDIM GAME 
PACKAUE# FOR DETAILS. 
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Build, Trade, Research, Attack - the 
event log will update you on your 
victories and defeats. 
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Play 42 all-new scenarios or use the 
mission editor to create your own 
scenarios and campaigns. 


Establish alliances with ©tfier races to 
share technology, resourtij*, and even 
victory conditions. 


builIyour empi 
upBn the bodie 

g* OF OTHERS. 

Raise magnificent cities. 

Command mighty sea, air and land forci 
Research devastating new technologies. 


Discover mysterious ancient secrets. 


Negotiate strategic treaties and alliances. 


Wage merciless war on all who would oppose you. 

Deadlock II. The last battle for the last planet f 
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Trade on the Black Market with the 
Skirineen race to get illegal supplies of 
valuable resources. 


Battle online against real opponents 
with Accolade's new matching service 
Deadlock.net 


than 40 Sea, Air and 
combat units as you seek to 
enemies. 


CjU 1 600-7710712 
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t o m in cuts r Questions f 

You don’t need a committee... 

'“—I Send your thoughts to 
* ^5 /$£ \ ^ “Letters,” do The Duelist , 

*jgSyl-.. lli P.0. Box 707. Renton. WA 

* > . 98057-0707. or to 

/ tgt'¥ <duelist@wizards.com>. 

‘ ^ » Please include your name, address, 

^\ and phone number for venfication 

purposes. Letters may be edited 
for length and clarity 


Letters 




Budget-Conscious 
Deck Medicine 

M y favorite section of 
the magazine is 
“Duelist Picks* because I 
have used some of the com¬ 
binations in there, and they 
are very deadly. The “Deck 
Clinic* is also a very good 
section, but I do have one 
problem. Charlie [Catino] 
and Henry [Stem] are very 
good at fixing people’s decks, 
but so many of the cards they 
put into the decks are very 
expensive. I am 14 years old 
and I can’t afford to buy all of 
these high-priced cards. 
Adam Watson 
Louisville, Kentucky 

Sounds LIKE socialized deck- 
medicine to us, but we see your 
point, Adam . Starting with 
Issue #22, Charlie will treat 
decks with the budget conscious 
patient in mind\ He will add 


Win a display box of Tem¬ 
pest by finding this mana 
symbol hidden in your 
Duelist magazine. Drop us 
a postcard telling us 
where you found it, and 
send your entry to The 
Duelist Mana Symbol, P.O. 
Box 707, Renton, WA 
98057-0707. Only post¬ 
cards will be accepted as 
legal entries.The winner 
will be drawn randomly 
from a pool of correct 
entries. Postmark deadline 
is January 31, 1998. 
Remember, the mana 
symbol must match the 
symbol C •) shown here! 


Truth is Stranger 
than Magic 

W ell, it finally happened. The 

world of Dominaria has finally 
found itself in our own reality on earth. 

Recently, while experimenting with var¬ 
ious photographing techniques, 1 
wasted a shot just to finish off the roll of 

film. After I developed the pictures, 1 noticed the wasted shot 
looked a little familiar, so 1 asked my best friend what he 
thought. He said, “Hey, Phantasmal Terrain.” They aren’t 
100% exact copies but they’re pretty close. 

Shane Graves 
Colchester, Connecticut 

PLEASE REMAIN in your home, Shane. Our copyright lawyers will con¬ 
tact you shortly. Seriously, we liked the photo so much, we thought wed share it 
with our readers. Now, if you have some candid shots ofSerra, send them in a plain brown 
envelope to.... 


Contest only open to rtstdenu of the U.S. 
(except Rhode Island) and Canada 
(except Quebec). 


no more than two rares and six 
uncommons to the submitted 
deck. Henry will still give each 
deck the full treatment (for 
those with deep pockets or zero- 
deductible insurance plans). 

Dawn of a New Agel 

I have bought a lot of Mirage 
and drawn four Celestial 
Dawns, but don’t know how 
to place them effectively in a 
deck. Every time I try to it 
seems more like a waste of 
time than anything else and 
causes me to lose games. It 
makes me wonder why they 
sell it at my local store for 
$17.50. Could you give me a 
little insight on how to make 
this card effective? 

Paul Simpson 
Cordova, Tennessee 
Celestial Dawn may be one 
of those cards that looks great 
on the surface, but doesn't pan 
out in play. You might try to 
use it in a white version of the 
Five-Color Green deck. Or, you 
could just trade them for some 
Revised dual lands. I know 
I've got a price guide here 
somewhere.... 


Card Lists 

A year or two ago The 
Duelist had a supple¬ 
ment entided: “The Com¬ 
plete Magic: The Gathering 
Card List.” I still use it on a 
daily basis, however, the list 
only goes through Homelands 
and Fourth Edition. I was 
wondering if there are any 
plans to publish another 
updated list. My list is pretty 
tattered by now, and it could 
use some relief. 

Mike O’Hara 
Elk Grove, California 

Don’t DESPAIR, Mike. While 
we aren't currently planning to 
reprint the card list, the Magic: 


The Gathering Official 
Encyclopedia, Volume 2 is 
now available. This book fea¬ 
turesfull-color pictures ofall 
cardsfrom Fifth Edition 
through Weatherlight, plus 
Portal (thefirst edition has 
Alpha through Alliances/ 

$Ms 

Anthony Valesano of Dyer, 
Indiana found the hidden 
mana symbol in Duelist #18 
on page 44 (between the 
Craven Knight illustration 
and the Portal card list). 
Anthony was randomly 
selected from all correct 
respondents to receive a 
display box of Weatherlight 
boosters. Lookin’ sharp,Tony. 
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^iQQ7 RmWarn i^n All ftahts reserved. ADVANCED DUNGEONS & DRAGONS. AD&D. FORGOTTEN REALMS and the TSR logo are registered 
of TSR Inc BALD UR S G$F- ;s a trademark of TSR. Inc Interplay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards c. tl ie 
° ,bH ' ,nC ‘ All rights reserved. All other trademarks are property of their respective owners. 
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RGOTTEN REALMS® on a visually dazzling, realtime 
his wondrousplace, where true role playing, on a g^and scale first began, now 
alive in stunning, graphic detail. Y our quest? Lead a party of adventurers on a journey to 
the Sword Coast region from a sinister plot that involves impending, war, dark prophecies, 
alliances-even your own soul. 


Huge game world - 5 CDs filled with nearly 10,000 
game screens in striking S VG A, all 
rendered in glorious 16-bit color 

Incredibly detailed structures and environments; 
dynamic lighting day/night, rain, snow, fog and 
lightning effects 


Authentic AD&D®characters, each represented 
accurately on-screen down to individual class, race, 
gender, skin and hair color, armor and weaponry 

Manage up to a 6'character party on a gripping 
non-linear adventure spanning seven chapters 
with multiple twisting subplots 


I^oLouhs ( 

Arriving March, 19% 


iscover a new horizon 
AD&D role playing. 










Before the Saga of the 
Clan Wars... there was the 
Scorpion’s great betrayal. 


Wi\Wm 


Available now! 

For more information call: 

(888) 45RINGS 

www.frpg.com 

1 vV TM Five Rings Publishing Group. Inc. 1997. Legend of the Five Rings. The 
K me raid Kmpire. and Scorpion Chin Coup are trademarks of Five Rings Publishing 
Group, Inc. Ml Rights Reserved. 
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THE PRICE OF 
NOTHING MORE TO BUY. EVER! 



Vs hen 

'1 

MY WAY 

(UFac«) 20969 


The Notorious B EG,: 
Reedy To Die 

(Bad Boy Avv» <06160 

Bon Jovi: CfOM Rood 
(0*al**t HRs) 

(Mercury 06153 


Jtmi Hendrix: Band Of 
Gypaya (Cap**) 06285 

Billy Scum: 

16 stroke*—Greatest Hits 
iCecNon 06304 

Fartft No Mora: King For A 
Day/Fool For A Lifetime 
(SteeftFiflpriee) * 08332 

Or Dirty Bastard: Return 
To The 36 Chambers—The 
Duty Version 

(£*&«} < 06447 

Imperial Teen: Seaeiek 
(London) 

The Very Best Of Ode 
Redding (Rhino) 06756 
Hootle 6 The Btowfieh: 
Fairweether Johnson 
(Atenuc; 06785 

Natalie Merchant: TJoertRy 
(Eiektra) 06821 

Meksea Etheridge: 

Your Uttie Secret 
(Wand) 11111 

Cant We B* 
Frtendsf (Avenue 
Reconfct 11158 


t 11871 

Mondo Exotica— 

Uttra Lounge. VoL 1 
(CaprK, e 12326 

Spece-Cepades— 

Ultra Lounge, VoL 3 
{Caprtoo e 12327 

John MeyaU s 
BK>eebfeakers (With Eric 
Clapton) (Deram) 12347 
Too Short GetwV It—Album 
Number Ten (Dangofrxa 

> 12567 

The Butthoie Suffers: 
EJectrtdarrytand 
(Cap**) * 12622 

Procol Harum: Greatest 
Hlta (ASM) Z 12636 

BHi Engveil: Hare's Your 
Sign (teener Bros.) 12700 
SUGAR RAY 



FLOORED Fty, RPU, 
more. (Lavs) > 20349 
LEMONADES 
BROWNIES 

(Atlantic) * 20004 


Star Trek Sound Effects 
(GNP Crescendo) 12860 
The Wallflowers: Bringing 
Down The Horse 
flniersccpe) 13022 

No Doubt: Tragic Kingdom 
(Thwrai 13049 

Kekh Sweat (Bata) 13306 
Mickey Hart's Mystery Box 
(Rytokc; 13370 

Steppenwolf: 16 Greatest 
Hit* tUCA) 13453 

Rhett Akin#: Somebody 
New (Decca) 13495 
George Strait: Blue Clear 
Sky (MCA) 13547 

Kevin Sharp: Meaeure Of A 
MenW»i#\hlAtoba* 
Know* more. (Aeykiru 13550 
Vince Gill: High Lonesome 
Sound (MCA) 13623 
Treinxpotting/Sdtrk. wgy 
Pop, Et^Ica. New Order 
more (Cap**; 13666 

Nine Inch NaAr. Father 
Down The Sakai 
(Notvolnto^pe) C* 14836 
The Jerky Boys 3 
(Mercwy) * 15669 

Derek 4 The Dominos: 
Leyte (Original Mix) 
(PWydor) 15710 

Jeff Forworthy: Crank It 
Up-Tha Music Album 
(Warner Bros) 15725 

Travta Trttf: The Reedesa 
Kind ’.Varner Bros) 15734 


Level (kesrscope) 15639 
112 (Bad Bey Arm) 15830 
Dr. Dre Presents... 

The A/isrmsth 

(Werscopei * 15865 


MATCHBOX 20 



Wredu-N-Effect: 

3 *s New Generation 
“A) » 15878 


Rap ’s K 
(MCA) 

Schfeprock: (America's) 
DirtyLmie Secret 


Dirty 

(Warner BitML) 


16037 


OvermgW Sanaahon 

(CMC Wemabonaf) 16053 
Space JanVSdtrk. 

Lkxxca Seal. Sal-N-Pepa, 
ft Ketfy. more 1 (Stnsei 1 
Warner Bros.) 16067 


Marilyn Mar 
AntichnstS 


(imenxx**) < 16007 

Chuck D: Autobiography 
Of Mtetachuck 
(Meraxy> < 16101 


WmABwt(Maajry)» 20086 

The Velvet Underground: 
Live MCMXCM 

(Warner Broe/Seo i * 35126 

Peter Frampton: 

Frampton Comae Alive! 
ASM )_ a 38160 

Grateful Dead: Europe 72 

Warner Bros.) £* 53831 
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FIRST-CLASS MAIL PERMIT NO. 5071 INDIANAPOLIS IN 
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rf»\pu nor®, n gr.i now 
Warner Broe ) ** 01165 

| The Band: The Last Waltz 
■ Warner Bros) *01636 

Phish: A Uve One 
jEleUra) * 08822 


OFFICIAL LIVE: 

101 PROOF 

(East West) » 18944 


BMG MUSIC SERVICE 

PO BOX 91001 

INDIANAPOLIS IN 46209-9637 
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Pickin' On Th* Grateful 
0*94- A Biuagrasa Trtbut* 
(CMH) 18867 

Com* Together—Guitar 
Tribute To Th* Baade* 
(NYC) - 


Kenny Chesnay: IWM 
Stand . 


Original Fir* iNolhrV 
intortcope) C 1877? 


(BNA) 18630 

Rotoban Ford. Tiger Walk 
Bk* Thumb) 21019 

Wean: Th* Molusk 
(EtoMra) * 18947 

forth Moon: 

TWo SMm Of Tb* Moon 
(Mausoleum) 20081 

God * Property From Kirk 
Franklin * Nu Nation 
(B-R*W) 20081 

Echo 8 TH* Bunny man. 
Evergreen (London) 20094 
Th* Very Beat Of Rainbow 
(Pofydor) € 20118 

Th* Beet Of Ba*a C 



_____ Creation*. 
VbL 2 (lraeraoind) 20146 


Dwight Yoakam : Under Th* 
Cover* (Repiwe) 20159 


LA* McCann: Lite 


Clint Black Nothin' But 


ThaTaiilights 

iTERS*) 20287 


(RCA* 

Nu Flavor Baprw* 20383 
Lord* Morgan. Shekel 
Thing* Up (BNA) 20444 


Big Mountain: Fra* Up 
Sant) 20447 


Momuey Maladjusted 

(Mercury) 

Tha Alkaholika: 


I* A 

SEND NO MONEY NO 


(loud Record*) • 20525 


YtSI rd Hu to join BUG. Ran send m 6 RS snkduK non. IU fen buy 1 sefefan * fa teguk* Out pin ®d choose 5 more sefedions FBB. 
IWs 12 hr Hn price of 1 , wHb nothing non to buy, evert Slipping and tuning ml be added to each 

Q RUSH me these 6 hits now 
(hdfcate by number): 

A 2-(0 set I#) tows es 2 nbcta. 


O Send my selections on (duck om only): !Z1 CDs '1 Coisettes 


P I've checked the one music category I tke best (but I 

1. 3 LIGHT SOUNDS Notate Cole, Frank Sinatra 

2. j COUNTRY Sbonio Teoin, George Strait 
1. HAND ROCK Yen Hden, The Sock Crowes 

4. 3 ROa/POP Sling, Hootie & The Blowfeh 

5. J CLASSICAL Pfadao Domingo Anonymous 4 

6. □ JAZZ David Sanborn, Mies Davis 
Z. □ METAL AC/DC, Panlera 


change my mind ol any lime). 

8. : R At Boyi II tlen. Toni Braxton 

9 . D AUERNATMlhe Ciufenies. The Cure 

10. : RAP2Pac, Dr, Dte 

11. : DANCE Ace Of Bose, In Bouche 

12. OTFISTUN Bab Carfesia. Point Of Grace 

14. ; ] GOSPEL God's Property, Crk Franklin 

15. □ CHRISTIAN ROCK dcldk, Jon Of day 


SAVE 

10/- to 


And the deals jist 
keep on coming! 


Mgjjrs. (PHASE PRINT) First Newt 

lalHal 

Lest Nawa 


Address 


Apt. 


* ( 1 
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Bp 



Q Have you bought 
anything eke By 
mail in me past: 

□ 6 ■oaths 

□ Yw 

□ I 


. _ Atm Cod* w 

^ HA2GF (sy 

praise) selection nwy *wy ■ Canda. v — 


Greatest Hit* 1974-1978 
(Cep**) 33199 

Tha Vary Baal of Thin 
Lizzy Dedication 
(Mercury i 34828 

Bachman Tumar 
Overdrive. BTO* Gr*ata*t 
(Marcury) Z 35050 

GraeeetSdtrKEtydcr) 35125 
y OrOe: Decade Of 


Wu-Tang f orever 

(loud Racer* »• IMIS 


Th* Ba«t Of .38 Spec*): 


David BowteSpec* 
Oddity (Rykodac) 01873 


TVafflc*. John Barleycorn 
Mutt DM (fetend) 4429 


S2aS2T(E»«r«2se 


80018 


Jimmy Buffett: Sooga You 
Know By Hearl-Greeteat 
I (MCA) 


1 42157 



_: 1984 

(Warner Broa) 

AJIca Cooper Greatest 
Hrt* (Warner Brtvi 70296 
Grand Funk Rartroad 
Capdof CofMdora SarMa 
(Capeo'i 73258 


ZZTop: Greeted Hn* 

(Warner Broa) 03411 


»Boy*: Check Your 

[CapaoO 


I (Capkof) » 92473 

Tht2Tan*Co«*c9orv- 
A Chackarad Peat The 9 ml 
M actaa* The Spaoa*. 'narw 
mom (Ovyatea) £• 01853 
Nall Young: Decade 
(Repnae) * 09953 


2Rar.AIEyasOnMa (Darft 
AhWmmSi *• 13011 


(SckWtfAJna *4 20291 


6 + 1 + 5 = 


Pick 6 

Buy f at Club 

Get 5 

That's 12 

FREE 

price within 

mm 

for the 

selections 

a year 

FREE 

price oM 


NOTHING MORE TO BUY, EVER! 

A shppnQ and hanclng charge *■ be added to each stfecaon. 


A fire* Deal Enjoy tenific savings, toe music and more! 
Youli start with 6 FREE CDs or cassettes now. and pick the 
rest later from over 10.000 titles. Yoatl get a total of 12 
for Ihe price of 1—and no more commitments, tmrl 
10- Day Rttk-Ftee Listening When you receive your 
FREE selections, preview them and examine the terms of 
Club membership for 10 days. If you're not completely 
satisfied for any reason, return your free selections at 
our expense. There's no further obligation 
Thousands Of Selections As a new member, about 
every three weeks (20 times a year) you! gat a new 
issue of your FREE Club magazine. There you! get to 
choose from thousands of setectKins- -ev^rytI*nc from 
classic hits to the hottest superstars-along witf music 
news and recommendations from our editors. 

The Choice Is Always Yours, in your wcfcsiw Club 
magazine, you'll always find a Featured Selection just for 
you. If you want it don’t do a thing; you! recede »i 
automatically. If you don’t want 1 return the Music 
Selection Card by the date specified You’ll always hvt 
10 days to decide f you have less time and rec** an 
unwanted Featured Selection, return it at our expense 
and we win credit your account. You may caned your 
membership at any time, once you’ve purchased you 
one regular-Ciub-price selection (CDs: $14.96 to $1698; 
cassettes: $9.98 to $11.98). 

Save Now. Save Later. Start saving with our outstandnfi 
Introductory offer, keep saving the longer you'? < 
member, with discounts up to 78V clearance CD* k 
low as $2.99 and the chance to get even more FRfcf 
selections At BMG you’ll always get the best vaM* 
Reply card missing? Please write to BMG Musk 
Service, PO Box 91001. Indianapohs. IN 46291-0002 
4 Parental Advisory-Contains explicit lyncs 
and/or artwork. 

★ 2-CO set (counts as 2 selections) 
t Not available on cassette. 


Dog ax) Horn are tradanwris of 
General Electnc Company USA 
The BMG logo * a trademark of 
BMG tent* 6550 E 30tfi Street 
indanapote 1*462)9-1191 
©1987 BMG Dwect MS 557 
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Wizards ol the Coast 
Lands TCG Patent 


I n October, Wizards of the Coast was 
granted a patent on the Trading 
Card Game Method of Play by the 
U.S. Patent Office. The patent covers 
only the method of play, not the 
design of the cards. 

Since its creation in 1993 by games 
guru Richard Garfield, Magic: The 
Gathering has established an entirely 
new genre of games—trading card 
games—that today are played by mil¬ 
lions worldwide. Magic alone already 
outsells well-known games such as 
Monopoly and Trivial Pursuit. 

Garfield, currently a game designer at 
Wizards, commented, “Traditionally, it 
has been difficult for game designers to 
receive patents on their inventions. 

Most game patents have been granted 
on the mechanical devices included with 
the games. This trading card game 
patent, one of the few granted on the 
basis of the method of play, is a victory 
for game designers everywhere. It rec¬ 
ognizes the tremendous research, 
abstract thinking, and creativity of seri¬ 
ous game designers, and validates the 
originality of their inventions.” 

“We hope,” Garfield continued, “that 
this results in renewed enthusiasm to 
create original games that will enter¬ 
tain and challenge the minds of people 
who enjoy playing games.” 

The embodiments of the invention in 
which an exclusive property or privilege 
is claimed are defined as follows: 

1. A method of playing games involv¬ 
ing two or more players, the method 
being suitable for games having rules 
for game play that include instructions 
on drawing, playing, and discarding 
game components, and a reservoir of 
multiple copies of a plurality of game 
components, the method comprising 


the steps of: 

■ each player constructing their 
own library of a predetermined number 
of game components by examining and 
selecting game components from the 
reservoir of game components; 

■ each player obtaining an initial 
hand of a predetermined number of 
game components by shuffling the 
library of game components and draw¬ 
ing at random game components from 
the player’s library of game compo¬ 
nents; and 

a each player executing turns in 
sequence with other players by drawing, 
playing, and discarding game compo¬ 
nents in accordance with the rules until 
the game ends, said step of executing a 
turn comprises: 

(a) making one or more game com¬ 
ponents from the player’s hand of game 
components available for play by taking 
the one or more game components 
from the player’s hand and placing the 
one or more game components on a 
playing surface; and 

(b) bringing into play one or more of 
the available game components by: (i) 
selecting one or more game compo¬ 
nents; and (ii) designating the one or 
more game components being brought 
into play by rotating the one or more 
game components from an original ori¬ 
entation to a second orientation. 

W izards of the Coast has developed 
a licensing program to permit 
others to use the patent. Wizards 
of the Coast President and CEO Peter 
Adkison remarked, “Certainly, the ability 
to be compensated by others who 





incorporate our patented method of 
play into their games is important. But 
at the same time, Wizards of the Coast 
fundamentally believes in the free flow 
of ideas and the continued growth of 
the game business.” 

Adkison continued, “It is significant 
that an entire industry of trading card 
game publishers and manufacturers has 
grown out of the success of Magic, and 
we have no intention of stifling that. 
Therefore, we are endeavoring to create 
a fair and reasonable royalty structure.” 

For example, Adkison explained that 
companies who enter into a license 
agreement prior to the end of the year 
will not be charged royalties for sales 
prior to January I, 1998. 

Wizards of the Coast is also offering a 
royalty discount for every company that 
comes forward to license its trading 
card game products prior to January I, 
1998. Details of the license will be avail¬ 
able at the Wizards of the Coast web¬ 
site at <www.wizards.com>, or by 
contacting Brian Lewis in Wizards’ Legal 
department at (425) 204-7322. 


The patent claims on U.S. Letters Patent 5,662,332 can be viewed on the Internet at 
<patent.womplex.ibm.com/details?patent. number=5662332>. For a full understand- 
ing of the scope of the patent, a thorough review of the patent text is necessary. 
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Sci-Fi Novelist 
Diane Duane 
to Launch TSR’s 
Star*Drive Series 

Wizards of the Coast 
proudly announces it has 
signed a three-book deal 
with acclaimed science 
fiction novelist Diane 
Duane to launch TSR 
Inc.’s Star*Drive novel 
line. 

The time is the 26th 
century, an age of explo¬ 
ration. The place is 
Star*Drive, the setting 
for the AJternity science 
fiction roleplaying game. 
The Star*Drive novel line 
showcases epic heroes and 
faster-than-light travel 


against a backdrop of 
impending war. The first 
novel, StarRise at Cor - 
rivale, is scheduled for 
release in October 1998. 

The remaining two novels 
are scheduled for release 
in 1999. 

Diane Duane, a Camp¬ 
bell Award nominee, is 
the author of nineteen 
science-fiction and fan¬ 
tasy novels. Among these 
are five New York Tunes 
bestsellers, including 
Spocks World , a bestseller 
for nine weeks, and the 
critically acclaimed “Wiz¬ 
ard” series of young-adult 
novels published by Dela- 
corte/Dell. 

The Sabbat: 

Back From the Grave 

Savage, ruthless and diaboli¬ 
cal, Sabbat vampires have 
rejected the ancient laws of 
the undead for centuries. 
This past Halloween, their 
immortal conflict with the 
Camarilla was resurrected 
when Wizards of the Coast 


re-released The Sabbat stand 
alone expansion card set for 
its Vampire: The Internal 
Struggle trading card 
game. ^ 

“Players waited 
two years for this 
expansion after 
V:TES was origi¬ 
nally released in 
199*4,” said 
Ryan Dancey, 
brand man¬ 
ager for the 
V:TES 
trading 
card game. 

“Our first 
print run of 
The Sabbat has 
sold out and 
there continues to 
be a high demand 
for this 
expansion.” 

Originally 
released a 
year ago, The 
Sabbat expansion features 
two new vampire clans, the 
Lasombra and Tzimisce, as 
well as new rules for voting 


The Top Runners’ Conference 
Is Convening! 

November 1997 marks the creation of an officially recognized 
Netrunner players* organization, the Top Runners* Confer¬ 
ence (TRC).This is a worldwide group of Netrunner fans 
who teach the game, hold tournaments, and seek out new oppo- 
nents.TheTRC will sponsor worldwide simultaneous Netrunner 
tournaments several times a year, and there are plans in the works 
for future regional and national championships. 

Hey, chombatta, don’t be fooled by the Corpspeak.This is about hav¬ 
ing fun, and that’s all.You don’t win if you don’t run.Take advantage 
of netspace and hook up with other players. Play. Laugh. Jack ‘n’ Joe. 
Check out theTRC Web page at <www.cyberjunkie.com/weefle>. 

For more information, please contact Jennifer Clarke Wilkes at 
cgadget@wizards.com> or Bob Flack at <flack-rg@salem.ge.com>, 
or write to Wizards of the Coast, Inc., P.O. Box 707, Renton, WA 
98057-0707, attn.rTop Runners’ Conference. 


and combat between the 
Camarilla and Sabbat vam¬ 
pires. This expansion can he 
played alone or with cards 
from the V:TES game, 
giving players 
the opportu¬ 
nity to create 
new Sabbat 
decks or enhance 
their existing 

^ : V:TES decks. 

The Sabbat are a 
malicious sect of 
vampires who have 
flouted the laws gov¬ 
erning the undcad 
by waging a war of 
blood and shad¬ 
ows against their 
enemies, the 
Kindred of the 
Camarilla. They 
revel in sav¬ 
agery and 
hold great 
contempt for 
humanity, 
believing mortals to be 
nothing more than cattle. 
Whereas the Camarilla 
govern their own with a 
genteel facade, the Sabbat 
rule with an iron fist, rely¬ 
ing upon intimidation and 
violence to maintain 
control. 

The Sabbat expansion 
consists of more than 400 
cards, and is illustrated by 
such leading artists as 
John Bolton, Tim Brad- 
street, and Michael 
Astrachan. It 
is sold in 
twenty- 
eight-card 
booster 
packs that 
retail for 
$3.95 
apiece. 
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Insider 

Trading 

by Mark Rosewater 


Making Magic 

I ast issue 1 explained how 
several cards were 
changed in development. 
This issue, 1 thought I’d 
I go back a step further 
and explain how certain cards 
I created for Tempest were 
designed in the first place. 

Duplicity: TVe always liked 
the idea of a card that allows 
a player to use two hands. 
Ultimately, I came up with 
the idea of “active” and “pas¬ 
sive” hands. A player would 
have the option every upkeep 
to choose which of two hands 
he or she wanted to play dur¬ 
ing that turn. The unselected 
choice would sit dormant 
until the next upkeep. After 


Diaper: The 


playtesting Duplicity' 1 real¬ 
ized the card needed a handi¬ 
cap, as it gave the caster too 
much card advantage. To 
counteract, I added an effect 
that would slowly drain away 
the extra cards. 

Scragnoth: IVe always been 
fascinated by two aspects of 
Magic: the balance between 
colors and the ability to break 
nearly any rule. One rule I 
always wanted to break was 
the tenet that all spells could 
be countered. Everything else 
in the game had a card or two 
that hosed it, so why not 
counterspelling? The obvious 
colors were green and red, 
since they are blue s enemies. 
My first attempt at a spell 
that couldn’t be countered got 
morphed into Kacrveks 
Torch. While harder to 
counter, it was still stoppable 
by blue magic. !Tempest finally 
gave me the chance to create 
the ultimate unstoppable 
card, a green creature 





W hen Richard Garfield 
proposed to Lily 
Wu, he created a Magic 
card—appropriately 
named “Proposal”—for 
the occasion. He had to 
play three games until 
the card came up and he 
could officially “pop the question.” I’m happy to announce 
that Richard now has reason to create a second personal 
Magic card. At 6:20 p.m. (PST) on September 24, 1997, Terry 
Linnea Garfield was born. At six pounds, fifteen ounces, and 
twenty inches, Terry is the first Garfield expansion. Richard 
and Lily have chosen to share this new card with all of you 
as a tribute to their beautiful new daughter. 
Congratulations Richard and Lily! 


that blue just couldn’t foil. To 
add insult to injury, 1 added 
protection from blue to make 
Scragnoth invulnerable to 
blue once it’s in play. 

Interdict: Rust was an 
interesting idea, but was so 
weak it never got played. 
Interdict was my attempt to 
make a better Rust, allowing 
it to counter any activation 
and turning it into a cantrip. 

Jinxed Idol: 1 wanted to 
make a card called “1 lot 
Potato.” The card would 
have a negative effect and 
would be passed back-and- 
forth between players. I 
decided to keep the nega¬ 
tive effect simple by using 
damage, and chose creature 
sacrifice as a way to trade 
the card, since it would 
serve as a nice hoser for 
creatureless decks. 

Spirit Mirror: This card 
was created because I wanted 
a creature that was treated 
like an enchantment. To 
achieve this effect, 1 needed 
an enchantment that created 
a creature, then recreated the 
creature each turn if it was 
destroyed. I added the ability 
for the enchantment to 
destroy the creature to keep it 
from being affected by things 
like Control Magic. 

Grindstone: I wanted to 
create a Millstone variant 
with an effect that could keep 
triggering under the right 
circumstances. I liked how 
Alliance s Phyrexian Devourer 
used the top of the deck as a 
randomizer. Mixing these 
elements together created 
Grindstone. I chose card 
color as the trigger for jump- 
starting the effect to make the 
artifact more efficient against 
mono-color decks. 

Humility: This was made 
because I wanted a spell that 


Z3 


BEHIND TEMPEST 
CARD NAMES 

I0L Aluren: We stumbled across this 
word in a thesaurus. It turns out to 
be an Old English word meaning 
‘’paradise.” 

9. No Quarter: This is a military term 
meaning “no surrender.” 

8. Vhati il - Dal: Comes from “Boga- 
vhati ” the codename of the set. 

7. Orim, Samite Healer: The healer 
aboard the Weatherirgflt was originally 
designed as a very minor character. 
Stumped for a name, Weatheriight Saga 
co-author Michael Ryan took my nick¬ 
name, Maro. and reversed it The “a” 
was later changed to an V to make 
the name easier to pronounce. 

6. Mogg Squad: This card is a play on 
“The Mod Squad," the '60s show 
about three undercover cops posing 
as hippies. Art and flavor text reflect 
this spoof. 

5. Krakilin:This was originally called 
“Creatureball." Knowing that wouldn't 
work, we made up the name “Kra- 
likin.” But everyone kept referring 
to the card as “Krakilin" {probably 
something to do with the oat bran) 
so we changed the name. 

4. Death Pits of Rath: We wanted this 
to sound like a nasty place. Michael 
came up with the idea of the Death 
Pits. As a modifier, we threw in the 
name Rath taken from Volrath, the 
ruler of the worid.The name stuck 
and we iater ended up using it for 
the plane. 

3. Eladamri, Lord of Leaves: This 
character was named as a tribute to 
Michael’s mother Irma and his stepfa¬ 
ther Dale. (As a related note, Lyna, 
the Soitari Emissary, is named after 
my mother Lynne.) 

2. Emmessi Tome: Like the jayemdae 
and Jalum Tomes, this tome is also 
named after an R&D person.This 
time the initials stand for Michael 
Scott Elliott Tempest designer and 
developer. 

I . Squee’s Toy, When coming up with a 
name for Squee’s favorite artifact we 
stumbled across this pun. If you don’t 
get it say the name out loud. 


turned everything into sheep 
(it was originally called 
“Sheep World”). The card 
mechanic survived but the 
flavor did not. 


Mark Rosewtrier believes no one reads these 
bios. Hey reader, you’re ugfy and your mother 
dresses you funny. I'm a fittfe teapot short and 
f tout The emperor has no pants'. 
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'ILLAtKf THE 


GO, FOOLISH MORTALS. VIP YOU THINK \fQLRA7H WE ONLY W 

, nrrnTTJcrm ir.uT'^ r(2nil ljju / FAfP /Af TH£ roMfA/O 


<50, rOUuOn nUKlhL^, l/w ruvjnw* 

UJEATHER L IGHT'S CREW WILL FACE /A/ W£ COMtA/6 YfA^ 7 ' HAT 
HERE A HE SOME OTHER EVILPOERS To WATCH OUT FOB. - 


F|r»+ AUo«a Bank of 


FJi'nif/opojous “ 

they hold the mortgage Okf 

THE WEATHER.UGHT A HP ARE 
CONSTANTLY ON 7HE VERGE OF 
REPOSSESSING IT THEYHAf/jT 
BRANCH OFFICES EVERYWHERE. 


EVERYBODY HAS AN 'EVIL TWIN 
Right? well these guys see 

OCIR UJEATHERUGHT CREW AS 
THEIR EVIL TWINS ANP ACT 
ACCORDINGLY. THEY'RE NOT 
VILLAINS, FER S E, BUT every- 


RATH USED TO BE A HA FRY LAND 
OF BLUE JEANS, T-SHIRTS AND THE 
OCCASIONAL J-PlECE SUIT 


THEN THIS CRAZED FASH I OAF 
PESIGAJER GoT VOLRATH'S EAR. 
HE IWIU VO ANYTHING TV 
KEEP NATURAL FABRICS FROM 
REAPPEARING THERE. 


you Realize 1 

THAT IN TWO ' 
PAYS YOUR, 
payment will 

BE OVERDUE, a 


BOPY HATES THEM. 


REAPPEARING 


LET'S 

TSHAfieJ, 


NO NO f THE 
OUTFIT IS 

PERFECT' 


BUT YOU ABF 
A BIT TOO a 
\ LARGE. A 


surtax, 

A SONG! 


POUND FOR. POUND, EASILY THE 
MOST EVIL. CREATURE IN 
EXISTENCE*. LUCKILY, HOWEVER, 
IT REMAINS ONE OF THE MOST 
ineffecth/e AS WELL. 


THESE IPtOTS BEUEYE AHY 


THESE FENaEEWARRIoRS ARE 


THING TH/TTtSNTEITHER REV, 

Blue, Black, green.°R white~ 
IGEVIL,EVIL,EVIL' WEIF- 
NlMJA PAINT AND VYESGlUAPS 
CAN ATTACK- AT ANY TIME. 


CONSTANTLY KIDNAPPING MEAT 
TO SERVE IN THEIR. HAREMS. THE* 
PRISONERS ONLY BEGIN 70 FGffT 
WHEN SOMEONE TRIES TO RESCUE 

THEM.^ - N /- s. 

mmmYYOU LOOKfag...WE SHALL* 


we Tunny thing Is THAT*\ 

TM FEEUN& RAWER BUlEJ 
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INTRODUCING 

Transactor 

Technology, 



a tmtrmm mum you buy, s eu, 

OtYN AMD TRADE THE TOOLS OF THE 6AM 


COLLECTING HITS 
THE INTERNET 

So far you've been able lo do 
just about anything in the world 
of PC and Internet games. 

Except own a piece of it. Enter 
Transactor technology. The 
breakthrough technology intro 
duccd first by SegaSoft* turns 
virtual objects like weapons, 
equipment and powerups into 
something even more power- 
ful-valuable collectibles that 
can be bought, sold and traded 
by gamers. 

In a realm where realism rules, 
Transactor technology intro¬ 
duces the radical notion of “real 
world" ownership to PC and 
Internet gaming. As the prospect 
of owning and collecting hits 
the Internet, millions of avid 
gamers will be creating an 
entire new economy as they 
"play for keeps." 


TRADING ON THE FUTURE: 

THE TRANSACTOR REVOLUTION 

Developed by San Francisco-based Post l inear. Inc., the Transactor system cre¬ 
ates an electronic economy with Limited Edition Digital Objects (called 
LHIX>s). These objects can be weapons, spells, characters, armor, or other 
important elements in a game. With Transactor enabled games, players are able 
to buy, sell, own and trade the objects that help them play and win. 

SegaSoft is the first company to use Transactor technology. According to Larry 
Pacey, SegaSoft Executive Producer this new reality in gaming will change the 
way people play Vi e wanted to bring the collecting elements of games like 
Magic:The (lathering to PC gaming." he says. "So your success in Transactor 
games w ill depend both on your gaming ability and the weapons, equipment, 
and powerups you've collected. 

PostLincar President & CEO Ron Martinez puts it more absolutely. "Transactor 
technology will change the w ay developers design and build games and the 
w ay people play games. And soon, every gamer w ill know that Transactor 
enabled games offer more strange and powerful gameplay experiences than 
ordinary games.'' 

Transactor’s server-based technology keeps track of the ow nership of all the 
LEDOs automatically. As you acquire LEDOs.Transactor servers register the 
ownership of these objects to you. LEDOs like weapons and powerups arc 
issued in limited editions, just like collectible cards. Some will be common and 
easy to acquire, while others will be extremely rare, very difficult to find, and 
that much more valuable. 
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Compete against live competition on all Transactor 

GAMES CAND ALL YOUR FAVORITE MULTIPLAYER PC GAMES) 

at HEATNET, ^egaSoft's Internet Game Network. 

WITH ITS CLASSIFIED ADS AND DEDICATED TRADING ROOMS, 

HEATNET WILL provide the ultimate marketplace to 
buy ; sell, and trade your LEDOs. You'll also be able 

TO USE YOUR HEATNET FREaUENT PLAYER POINTS 

C Degrees) as currency when purchasing a lEPO. 



HEAT.NET 


HOWTO START YOUR LEDO COLLECTION 


SUPPLY. DEMAND. 
AND SECURITY. 





In Transactor enabled games you can acquire LEDOs in 
several ways.When playing the games, you’ll be able to 
find or unlock many valuable LEDOs just as you find 
weapons and powenips in ordi¬ 
nary games. But with Transactor 
technology they’re yours for 
keeps", or at least until you decide to trade 
them. When you're playing on HEAT, ownership l 
will lx* registered automatically.You can also buy '-I 
LEDOs directly from SegaSoft on HEAT.NET. 

Best of all, you can buy, sell, and trade LEDOs with 
other players, in HEAT.NET chatrooms or while playing 
Transactor games. 





Of course an object will only retain 
its value if its quantities remain limit- 
ed.Transactor technology 
sees to it that only the 
k limited number of 

each object are in 
circulation. This 

is achieved with 
a comprehensive 
security system devel¬ 
oped by World-renow ned 
cryptologist Bruce Schneier. 
Transactor technology assigns an 
individual code to every object. 
When a gamer tries to use an object, 
Transactor servers w ill verify that the 
weapon is a valid LEIX) by checking 
the code and its registered owner¬ 
ship. Only objects w ith valid codes 
will function in the games.This w ill 
limit the hacking of objects, so you 
can be assured that your rare LEDOs 
remain in limited supply. 
























Transactor technology k available 
only in Transactor enabled games. 
Transactor technology and l£OOs get 

THEIR START IN THREE NEW SEGASOFT 
TITLES COMING IN f99& lO&X™, 

Vigilance ™> and Skies r/M . 






VIGILANCE 1 

Terrorism is on die rise and only you 
can stop it. In Vigilance, you choose 
vour character and become part of 
an elite anti-terrorist squad that must 
thwart terrorist acts while they're in 
progress. Each mission reflects ter¬ 
rorist incidents reminiscent of the 
kinds of things that have happened 
in our lifetimes - only this time 
you're right at the center of the 
action and everything hangs on you. 
The incredible graphic realism of the 
AnyWorkP 3-f> engine and the 
almost human charac ters make 
Vigilance feel like a 
blockbuster action 
movie. Vigilance 
can be played 
single player, 
multiplayer on a 
LAN. or on 
HEAT. NET. 

In Vigilance every weapon and 
power-up is a LEDO and different 
player characters arc suited to differ¬ 
ent LEIX)s You must select the best 
set of weapons, equipment, and 
powerups to suit your character, and 
the mission that needs to be per¬ 
formed. 


Vigilance launches in Spring, 1998. 
For more information, visit 
WWW.VIGILANCE.COM. 





rr 

^SIX 




I 


i you stake your claim in 
the World's first million player game. 
A HEAT.NIT exclusive. 10 S * X gives 
you the chance to own, mine and 
defend your own Internet land claim 
against 999.999 potential attackers. 
Along with the non-stop fighting, 
you'll have to devise strategies, horde 
weapons and manage your resources 
if you want to thrive, or survive, in 
this million-player ' land rush." 


But there's another twist to loSIX 
The game runs in a persistent uni¬ 
verse, meaning the action goes on 2 * 
hours a day. 7 days a week, whether 
you’re there or not. So you'd better 
amass some killer LElX)s or secure 
alliances with other players to pro¬ 
tect your claim when you’re offline. 

()therwise you might log on later to 
find your claim has been seized. 


All the weapons and equipment in 
K)SIX are jj^oOs.To survive in this 
dog-eat-dog world, you've got to col¬ 
lect the right stuff. 


IqSIX i aunc hcs in Spring. 1998. For 
more information, visit 
WWW.10SLX.COM 



1 masaaor is a trademark of PomI incur. Im Any World is 
a trademark of AnyChannct Inc NcgaSoft. HEAT. 10 s1 *, 
Vigilance, and Skies arc trademarks of ScgaSoft. Inc 



Skies is a persistent universe, a myth¬ 
ical realm where winged characters 
take [light on fantastic adventures 
and challenging combat. Select from 
among the many winged characters 
available.Then with each adventure 
and every battle, watch your alter 
ego develop, visually maturing to 



reflect your success. And it all takes 
place in a gigantic realm of floating 
islands rendered in breathtaking 3-1). 
Skies can he play ed single player, 
multiplayer over a LAN, or on 
HFAT.NET. In Skies, characters, 
weapons, equipment, and spells will 
all be tradable LEDOs. 

Skies launches in mid 1998. For more 
information, visit WWW SKIES.NET 






























Where the tiell 


vou eet those cards*? 



TkmsOeTiitPLANESmLKERS- 


THE CRITICS AGREE! 

“MlcroProse's game offers weeks to months of gameplay.” 
Computer Gaming World. June *97 

★ ★★★ 

“Magic: The Gathering Is just what the 
Samite Healer ordered.” 

Computer Games Strategy Pius, June ’97 

★ ★★★ 

“Magic: The Gathering is a near-perfect 
translation of the card game.” 

PC Magazine. June *97 

★ ★★★ 

“...hard-core gamers will appreciate the flexibility 
offered in the computer version.” 

Newsweek. April ’97 


Introducing everything you need 
to play Magic’ oyer the Internet. 

The Original Maglc...Only Better 

This special edition of Magic: The Gathering 3 for the 
PC includes the original game, plus built-in Internet 
multiplayer, an enhanced interface, and cards you can’t 
get anywhere else. 


Multiplayer Over the Internet 

With ManaLink ; Magic's Internet online 
system, wield your magic against human 
opponents around the world on 
GatheringNet at www.gathering.net. 

New Cards-A Powerful Expansion! 

Get over 80 new cards from Legends* 
and The Dark*. And, if you already own 
Magic: The Gathering for the PC, you’ll 
get a $15 rebate. So, get what it takes 
to reign supreme. Because this time, 
it’s the world you’re playing with. 



rO PROSE 

www.microprose.com 


Available on Windows* 95. 
Visit your local retailer or 
call 1-600695GAM6 day 
or night (U.S. or Canada). 



(A 


MAGIC: THE GATHEHWO. UU5C*. 

tne Software. Inc. Prodxtd i/xfer Ir.*^ from 

























ou’ve seen the spoiler lists.You’ve cataloged your cards, and 
you’ve heard all the bad “there’s a Tempest brewing” jokes. 

Now what? Tempest is now Standard (Type II) tournament-legal, so you 
better find some new card combos for that old Standard deck. Below are 
some of our favorite combos using Tempest with the rest of the Standard 
collection (Mirage, Visions, Weatherlight, and Fifth Edition). 


Unstable Shapeshlfter and Weather- shuts creatures down com- 

Phyrexian Dreadnought pletely. While Humility 

The trouble with BIG crea- m enchant- ( 2 Tempest enchantment) 

tures is they're too hard to ment ) t0 ls pl' a T creatures lose 

bring into play look at the their abilities and 

and you have to v M top ten cards become 1/1 crea- 

wait a turn before j Jgw mroi your deck, tures. Add in 

you can attack with M' putting the Orims Prayer I 

this little gem. If vou^|i^^^^||^!!^!^^^Dest^ back on top. enchantment), 
have an Unstable Next, activate your and all voui^Jl 

Shapeshifter (takes on M. Scroll Rack to V 

all characteristics of exchange several 

any creature that enters ^ J cards you don't need (excess w JBlL } jUA Al J( Vvv 

play) already in play for a turn lands, expensive creatures) for Into p, 

when you cast your Phyrexian those top library cards you just ^ 

Dreadnought (a 1 cost 12/12 hand picked. On your next 

Mirage artifact creature with turn, don’t bother paying the 

trample that requires a huge upkeep on Ancestral Knowl- 

sacrifice when it enters play or edge, and those cards you 
gets buried), the Shapeshifter won’t need until later get shuf- 
will copy the Dreadnought s fled back into your deck. (You 

power, toughness, and trample can always retrieve them later 
ability before the Dreadnought if you give yourself another 
gets buried. Now, attack with Ancestral Knowledge.) 
the Shapeshifter/Dread- 

nA Orim’s Prayer and 
W Humility 

Are you tired of crea- 
ture damage? Well, 

M^^^^duh! This 
two- 
mm card, 

■one- 
Hr r color 
combo 
practically 
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opponent’s little 1/1 creatures 
will each give you one life 
whenever they attack. Hmmm. 
One life minus one damage 
equals a big goose egg for your 
opponent. 


menaa 


Dirtcowl Wurm and 
Armageddon 

What’s better than having a 
big creature on the board when 
you cast Armageddon? How 
about having a big creature on 
the board that gets bigger as 
your opponent plays land? 
Dirtcowl Wurm is a 3/4 green 


Scroll Rack and B 
Ancestral 1 

Knowledge 

The right cards at the 
right time: that’s what 
this combo is all about. 
First, cast Ancestral 
Knowledge (a blue 


What’s 

Inside 


25 DUELIST PICKS 
& TRICKS 

Tempest storms into Standard. 

28 DECK CLINIC 

by Henry Stem ondVfi&om jockusch 
The doctors set up practice on 
The Graveyard Shift.” 


30 MAGIC RULINGS 
& ERRATA 

byTomWyie 

Abeyance leaves its mark 
on “da rooli" 


33 TOURNAMENT NEWS 

Randy Buehler wins Pro 
Tour-Chicago; the Junior Super 
Series kicks off; and Vanguard 
returns in January. 


38 DOMINIAN CHRONICLES 
& DOMINIAN FAQ 

by Pete Venters 

The natives of Rath are restless. 


38 EXTRA PULLED 

A light-hearted look at “superb 1 
cards that didn't make the cut. 


38 THEME WEAVERS 

Who cares if it wins.... Does 
your favorite deck entertain? 


39 SINGLE-CARD 
STRATEGIES 

by Jeff fronzmonn 

Thoroughly distract your oppo¬ 
nent with the Haster Decoy. 


39 INTERNATIONAL 
REPORT: PORTUGAL 

ty Wolfgang four 

Magic invades the Iberian 

Peninsula. 


40 KEY PLAYS 

by Jeff Donas 

Crucial game moments from 
Pro Tour-Chicago and the *97 
Magic Worlds Team Event. 


D. Alexander Gregory is a 
freelance illustrator who 
has been *orfcmg in comics 
and gaming for more than 
seven yean. His illustra¬ 
tions can be seen in 
Attunes and Hinge, as 
wrB as Marvel. DC. Dark 
Horse, and Image Comics. 










Temptst critter that gets a 
+ 1/+1 counter any time your 
opponent plays a land. 

To get rid of the 
Wurm after the 
Armageddon, 
your opponent 
will have to play 
land, which just 
makes him bigger 
and tougher to kill. 

Nasty quandary. Can 
you say, “ Wurm-aged- 
don”? I thought you could. 

Memory Lapse and 
Booby Trap 

While Booby Trap (a 6 cost 
Tempest artifact that a blows 
up” when your opponent 
draws a card you name during 
casting) works well with any 
card that lets you “see” the top 
of your opponents library 
(such as Precognition), it’s 
more fun to counter a spell 


Duelist 

Tricks 



i 



Sure to be a big hit with 
both players and rules- 
makers, Ertai’s Meddling 
offers some interesting 
and twisted tricks you can 
pull on the unwary. 

MEDDLE NOW, 

PLAY LATER 
Let’s say you want to cast 
Apocalypse, which 
removes all permanents 
from the game and forces 
you to discard your hand, 
but you want to have an 
offensive threat after the 
dust settles. Here’s what 
you do. Cast a big creature 
(Dirtcowl Wurm works 
very well here) and cast 
Ertai’s Meddling on the 
Wurm to delay its resolu- 


v 


and 
then 
use that 
spell to 
spring the 
ten-point 
trap. To set 
the trap, use 
Memory Lapse 
(a common 
Mirage interrupt) 

_ to counter an 

opponents spell (preferably a 
spell that leaves him tapped 
out). That spell goes back 
on top of his library. On 
your next turn, cast 
Booby Trap and 
name the 
countered 
card. Un¬ 
less your 
opponent 
can shuffle 
his library or 
replace that 


tion for two turns. On your 
next turn. Cast the Apoca¬ 
lypse and blow up the 
board. On the following 
turn, you’ll have a 3/4 crea¬ 
ture on the board that 
gets bigger each time your 
opponent plays a land! 

MEDDLING 
WITH TIME 

You can use Ertai’s Med¬ 
dling as a OO counter¬ 
spell for any "situational” 
spell—a spell that’s only 
truly effective at the 
moment it is cast, such as 
Giant Growth. For exam¬ 
ple, let’s say you attack 
with your 4/4 Charging 
Rhino and your opponent 
blocks it with an Advance 
Scout (a 1/1 first striker) 
and then casts Incinerate 
on your Rhino. Normally 
this would kill the Rhino 
and the Scout would live. 
Meddling the Incinerate 
for one turn saves your 


top card before his next draw 
phase...KABOOM! 

Altar of Dementia and 
Living Death 

While this sounds like a cou¬ 
ple of Wes Craven movies, 
your opponents may “scream” 
when you play this combo. 
Start with an Altar of Demen¬ 
tia and an assortment of crea¬ 
tures in play. The Altar allows 
you to sacrifice a creature to 
put a number of cards 

equal to the crea¬ 
ture s power 
from a target 
players library 
into that player’s 
graveyard. So, cast 
Living Death, 
ten, in response 
(once you’re sure the 
aving Death isn’t 
countered), sacrifice all 
your creatures to the 


Rhino and kills the Scout. 
Your Rhino still gets hit by 
the Incinerate on the next 
turn, but will live through 
it (unless your opponent 
can add another point of 
damage). 

MEDDLE YES, 

MEDDLE NO! 

A corollary to the above 
trick is that for OO, 

Ertai’s Meddling effec¬ 
tively counters any coun¬ 
terspell. Counterspells 
target spells, so if you 
Meddle a counter for 
even one turn, the 
target of the origi- 
nal counterspell XjS 

will be gone by the 
time it resolves 
(the spell will 
either be in the 
graveyard if it was a sor¬ 
cery or instant, or have 
become a permanent if it 
was a creature, artifact, or 
enchantment). 


Altar and target yourself with 
its effect, which will put some¬ 
where between six and twelve 
cards from your library into 
your graveyard. With any luck, 
in a creature-heavy deck about 
half of these cards should be 
creatures. Now let the Living 
Death resolve, which will 
return all the sacrificed crea¬ 
tures, plus any creatures that 
just entered the graveyard, 
back into play! In addition, 
Living Death will kill any of 
your opponent’s creatures that 
were unlucky enough to still 
be on the board. “Welcome to 
my nightmare 

Shocker and 
Fire Whip 

Fire Whip, which 
turns any creature 
into a Tim, is 
perhaps the^ 
best crea¬ 
ture 

enchant¬ 
ment in the 
game. But 
most of the 
really fun crea¬ 
tures to use it 
on are gone 
from the Standard environ¬ 
ment—Sengir Vampire, Hyp¬ 
notic Specter, and Brass Man. 
Now, Tempest brings you 
Shocker. When Shocker 
(a rare creature) damages a 
player, it forces that player to 
discard her hand 

and draw as 
h many cards 
F as she dis¬ 
carded. Put a 
Fire Whip on 
your Shocker, and 
our opponent will 
ive a hard time 
ng anything as 
land changes 
one turn to the 
library gets 
smaller. 


"Picks ^Tricks’* was compiled by Will 
j McDermott, with contributions from Jared 
Earle. Charles Murray, and Mark Rosewaier 



4 ^, / 
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UNRESTRICTED ACCESS 

WILL C -* A \ 3 E T-E WAV YCU LCCK AT T-E X- F i LE5 . 
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Deck Clinic 


by Charlie Catino and Henry Stern 

This month’s deck is called “The Grave¬ 
yard Shift/’ a black and green graveyard 
manipulation deck from KaiTave of Coos Bay, Oregon. 
Unlike “typical” Buried Alive decks, Kai’s version uses 
Lhurgoyf, Necratog, and Tombstone Stairwell to benefit 
from all those poor, dead critters. Kai says the deck 
performs well until it runs up against a black or white 
weenie horde. 

If you’d like us to consider your deck for next issue’s 
“Deck Clinic,” just send a list of what’s in your deck 
along with a brief description of its ailment to: Deck 
Clinic, do The Duelist, P.O. Box 707, Renton,WA 98057, 
or to <duelist@wizards.com>. 


CHARLIE 

T he Graveyard Shift is an 
interesting deck based 
on a deck type that has 
been around for a while. 
The deck uses cheap 
creatures to do some damage, 
then uses creatures in the 
graveyard as a resource. 

Playing the Deck. To play 
this deck, try to get a quick 
start by casting cheap crea¬ 
tures and attacking early and 
often, regardless of how many 
of your creatures will die. Your 
only thought early in the 
game is to keep damaging 
your opponent. By “burning 
out” early, you will achieve 
two goals. First, you’ll proba¬ 
bly get your oppo¬ 
nent down to 6-8 life 
and force him or her to use 
up a lot of cards to stabilize 
the game. Second, you’ll put 
creatures in your graveyard 
by attacking without worry¬ 
ing about their safety. Cards 
like Lhurgoyf, Necratog, 
Nature’s Resurgence, Tomb¬ 
stone Stairwell, and Living 
Death can use those dead 
creatures to your benefit. 
Thus, once your attack has 
“run out of steam,” these 
cards will give you a new 
offensive threat (instead of 
just more small creatures) 


and will help you win late in 
the game. 

Making the Deck Better. 

Now that we’ve determined 
how to play this deck, let’s 
reconfigure it. Your deck 
comes pretty close to the cor¬ 
rect mana ratio, so I only 
changed a few mana sources. I 
removed the Dark Rituals and 
replaced them with Blood Pets 
and Llanowar Elves. In addi¬ 
tion to providing mana, the 
Elves and Pets are also crea¬ 
tures, which helps the theme. 

I also reconfigured the land 
slightly, making use of Pine 
Barrens (the new Tempest 
black-green pain land). 

I replaced cards that aren’t 


as useful in this type of deck. 
For example. Buried Alive 
puts creatures directly into the 
graveyard. But for this deck, 
it’s better to hit your opponent 
with quick, cheap creatures 
(and it’s a plus if they die eas¬ 
ily). So I replaced the Buried 
Alives with more creatures. In 
addition, I removed some 
reactionary spells—spells that 
attempt to alter your oppo¬ 
nent’s strategy. Creeping 
Mold and Dense Foliage aren’t 
needed because you normally 
won’t care what vour opponent 
does, and you’ll never care if 
vour opponent kills your crea¬ 
tures. I also removed Llanowar 
Behemoth because it isn’t a 
fast, cheap creature and doesn’t 
use creatures in your grave¬ 
yard, and reduced the number 
of Hidden Horrors because 
their card disadvantage is 
severe—you want to play crea¬ 
tures, not discard them. 

The original deck has 
twenty-three creatures, which 
is a good number for most 
decks. I raised this number 
significantly, however, because 
more creatures will make the 
late-game cards better. In 
addition to the creatures 
already mentioned, I added 
another Skulking Ghost and 
Tar Pit Warrior, an Uktabi 
Orangutan (there are lots of 
Winter Orbs out there), three 


KAI’S DECK 


CREATURES (23) 

3 Birds of Paradise 

4 Hidden Horror 
3 Lhurgoyf 

2 Uanowar behemoth 

2 Necratog 

3 Nckraual 

3 Skulking Ghost 

3 Tar Pit Warrior 

SPELLS (13) 

4 Buried Alive 

3 Creeping Mold 
2 Dense Foliage 
2 Nature’s Resurgence 
2 Tombstone Stairwell 


MANA SOURCES 
(24) 

3 Dark Ritual 
8 Forest 

4 Gemstone Mine 

1 Lotus Vale 
8 Swamp 

SIDEBOARD (IS) 

3 City of Solitude 
3 Coercion 

2 Harbinger of Night 
2 Null Rod 

2 Tranquil Grove 

3 Whirling Dervish 


Fallen Askari, a Crypt Rat, a 
Fallen Angel, and an Aboroth 
(just for the look on an oppo¬ 
nent’s face when he or she has 
to kill that HUGE creature, 
watch you play Living Death, 
and then deal with it again). I 
mainly added more cheap, 
nasty, aggressive creatures. 

To help use those cheap 
creatures, I included a Giant 
Growth and an Elvish Fury, 
both of which can save crea¬ 
tures, do more damage during 
an early attack, provide a sur¬ 
prise in combat to throw off 
your opponent’s plans, and are 
useful against creatures with 
first strike. Also, as a buyback, 
Elvish Fury can be very useful 
late in the game. 

Graveyard Shift is interest¬ 
ing because it plays differently 
than most other decks. Most 
decks are either fast (strong 
early but weak late in the 
game) or more control ori¬ 
ented (try to survive early and 
do big nasty stuff late in the 
game). This deck combines 
the best of both worlds. While 
not quite as fast as the best 
fast decks, it is still very quick 
early. While not packing quite 
as large a late-game punch as 
other slow decks, it can still be 
very scary (9/10 Lhurgoyfs 
can be hard to deal with). Just 
remember how to use this 
deck and it will serve you well. 

HENRY 

I n its original form,The 
Graveyard Shift is an 
interesting twist on the 
re-animator theme. 
While most “graveyard 
as resource” decks have been 
mono-black, focusing almost 
entirely on the Buried Alive- 
Nether Shadow-Ashen Ghoul 
interaction, this deck branches 
into green’s graveyard cards. 
Because this deck was sub¬ 
mitted to The Duelist before 
Tempest's arrival, the author 
couldn’t use the many excel¬ 
lent new Tempest cards. 
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ILLUSTRATIONS BY D. ALEXANDER GREGORY 


Graveyard As a Resource? 

What does it mean when some¬ 
one talks about using the grave¬ 
yard as a resource? First let’s 
discuss exactly what a resource is 
in Magic. A resource is any¬ 
thing you can draw upon to pay 
a cost or to enhance the effec¬ 
tiveness of another card. The 
most basic example is mana.To 
cast Serra Angel, for example, 
you must be able to produce 
3 ♦♦.Thus, your deck needs to 
have at least five mana sources, 
two of which must produce 
white. Suppose you want to cast 
Fireball? The more mana you 
have in play, the more effective 
it will be. 

What other resources are 
there in Magic? How about life 
total? Most people only think 
about their life in binary terms: 
either they have more than 0 
life or they don’t. Others use 
life as a measuring stick to 
judge the progress of the game. 
But anyone who has ever used 
Necropotence will tell you life 
can be much more than a num¬ 
ber. Your life can be converted 
to cards (another resource), and 
drawing more cards than your 
opponent is a sure way to win. 

So, how do you use the 
graveyard as a resource? In the 
old days, players would some¬ 
how put a big creature there 
and then use a spell like Ani¬ 
mate Dead to bring it into play. 
Those decks were never very 
dependable. It was difficult to 
get creatures into your grave¬ 
yard, and a single Disenchant 
or Swords to Plowshares would 
ruin your hard work. Ice Age 
introduced Lhurgoyf, the first 
true graveyard resource card, 
whose power and toughness 
grew with the number of crea¬ 
tures in all graveyards. Weath- 
erlight introduced many more 
graveyard resource cards, two of 
the best of which were in the 
original deck—Necratog and 
Natures Resurgence. 

Living Death .With Living 
Death, Tempest introduced an 




CHARLIE’S 

DECK 

CREATURES (31) 

1 Aboroth 

3 Birds of Paradise 

2 Blood Pet 
I Crypt Rat 

1 Fallen Angel 

3 Fallen Askari 

2 Hidden Horror 
2 Lhurgoyf 

2 Llanowar Elves 

2 Necratog 

3 Nekrataal 

4 Skulking Ghost 
4 Tar Pit Warrior 

I Uktabi Orangutan 

SPELLS (7) 

I Creeping Mold 
I Elvish Fury 

1 Giant Growth 

2 Living Death 

I Nature’s Resurgence 

1 Tombstone Stairwell 

MANA SOURCES (22) 

8 Forest 

3 Gemstone Mine 
3 Pine Barrens 

8 Swamp 

SIDEBOARD (15) 

2 City of Solitude 

3 Creeping Mold 

4 Diabolic Edict 
I Nature’s Ruin 

1 Tranquil Grove 

2 Uktabi Orangutan 
2 Whirling Dervish 


exciting graveyard card. Living 
Death puts all creatures in play 
into their owners’ grave- 
yards and simultaneously 
puts all creatures in all 
graveyards into play. The 
key to using this card is to 
make sure you have more crea¬ 
tures in your graveyard than 
your opponent. One of the best 
ways to ensure your graveyard is 
full is to have some way of sac¬ 
rificing your creatures for an 
effect. Fallen Angel fills this 
role nicely. With Fallen Angel 
in play, cast Living Death and 
wait to see if your opponent 
counters it. If not, respond to 
your own Living Death by sac¬ 
rificing all your creatures to the 
Angel (including the Angel 
itself). When the Living Death 
resolves, your Angel and all 
your other creatures will be 
brought back to life. 

Living Death affects your 
opponent’s creatures as well, so 
it will often act like a Wrath of 
God the first time you cast it. 
To help make sure you have 
more creatures in your grave¬ 
yard than your opponent, I 
added two Phyrexian Furnaces 
to the deck. Also, creatures in 
your opponent’s graveyard may 
come back to haunt you, so the 
new deck uses Puppet Strings 
for creature control. 

In addition, Living Death 
causes creatures to process their 
“comes into play” effects, so it 
makes sense to use creatures 
that have this type of ability. 
The Nekrataals are great if your 
opponent isn’t playing black. I 
added Uktabi Orangutans to 
get rid of annoying artifacts; 
Llanowar Sentinels to get more 
Sentinels; and Arctic Wolves 
(in place of the Llanowar 
Behemoth) because the Wolves 
allow you to draw a card when 
they come into play. 

Minor Tweaks. The new 
deck uses Bhx>d Pets instead of 
Dark Rituals because Pets can 
be reanimated by Living 
Death. I replaced Nature’s 


Resurgence with Infernal Trib¬ 
ute because it’s reusable and 
works well with Living Death. 
Remember, this deck doesn’t 
need much more than five 
mana, so don’t be afraid to 
Tribute away a land to draw a 


card late in the game. The new 
deck also features a few good 
creatures with shadow and, by 
using Pine Barrens, I was able 
to fit in a few Quicksands. 

Charte Catino and Henry Stem are licensed 
Deck Physicians in the state of Washington and. 
for some reason, in Tijuana, Mexico 


HENRY’S 

DECK 


CREATURES (27) 

3 Arctic Wolves 

2 Birds of Paradise 
•3 Blood Pet 
I Chimeric Sphere 

1 Dauthi Horror 

2 Dauthi Mercenary 

2 Fallen Angel 

4 Llanowar Sentinel 

3 Nekrataal 
2 River Boa 

2 Skulking Ghost 
2 Uktabi Orangutan 


SPELLS (12) 

I Creeping Mold 
I Elvish Fury 

1 Emerald Charm 

2 Infernal Tribute 

3 Living Death 

2 Phyrexian Furnace 
2 Puppet Strings 

MANA SOURCES (22) 

2 City of Brass 

4 Forest 

2 Gemstone Mine 
4 Pine Barrens 
4 Quicksand 
2 Reflecting Pool 
4 Swamp 


SIDEBOARD (15) 

2 Choke 

2 City of Solitude 
2 Dread of Night 
2 Heartwood Treefolk 
2 Scragnoth 

2 Uktabi Orangutan 

3 Whirling Dervish 
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Magic Rulings & Errata 


compiled by Tom Wylie 



A SUMMARY OF 
RECENT, SIGNIFICANT 
RULINGS 

This issues problem child\ Abeyance , is 
brought to you by the expansion Weather- 
light and by the color white. 


No. Abeyance can’t affect cards that arc 
out of play, because it restricts what per¬ 
manents can do rather than changing 
the rules about what players can do. For 
instance, it won’t stop you from playing 
Ashen Ghoul’s ability while it’s in vour 
graveyard. 


phase cost, replacement ability, sorcery, 
summon, triggered ability; and untap 
cost. Some spells and abilities break the 
rules about when they’re actually played, 
but that doesn’t change their type. For 
example, Choking Vines is of type 
“instant,” even though it breaks the rules 
because it is played only when blockers 
are declared. 


GENERAL RULINGS 


6) What do I do if part of an effect tells me 
to do two things that are contradictory? 

If a single event gives you contradictory 
instructions, ignore all the instructions 
that contradict each other. For example, 
if an effect says to move a card to two 
different places, that card goes 
nowhere. Note that you’ll probably 
never run into this problem, since 
almost all situations to which this rule 
applies result from using replacement 
abilities, not from the way an effect is 
written (though some effects, like 
Ghazban Ogre’s, can be inherently con¬ 
tradictory)- In many situations in which 
it appears you’re being told to do con¬ 
tradictory things at once, you're really 
being told to do them at different 
times; for example, if two triggered 
abilities direct you to move a card 
somewhere, they won’t be taking 
effect at the same time, so you 
have to follow the instructions of 
whichever ability resolves first. 


7) Some of the Silvers from Tem¬ 
pest give each Sliver an ability 
that includes sacrificing it in 
the cost. Can I sacrifice my 
opponent’s Slivers to these 
abilities? 

No. You can’t sacrifice some¬ 
thing you don’t control, even 
as a cost (Betrothed of Fire 
would be another exam¬ 
ple). You also 
ignore any 
instructions to 
sacrifice some¬ 
thing you don’t 
control, but since you’re 
generally required to choose 
what to sacrifice, this is likely 


I) Does Abeyance’s effect stop me from 
playing Ward of Lights? 

No. Effects that refer to spells of certain 
types refer to spells of that type, which is 
not the same thing as spells played as 
that type. For example, Ward of Lights 
is always of the type “enchantment,” 
whether it’s played as an instant or not, 
so Abeyance can’t stop it. Remember, 
Abeyance doesn’t remove the time 
when you would play instants, it 
just prohibits spells of that type. 

Effects that modify 7 the costs 
of certain types of spells only 
care what type the spell is, not 
how it’s played. For example, 

Gloom always changes the cost 
of Ward of Lights, even if 
you’re playing it as an instant. 


What types of spells and abilities exist? 

The following types of spells and abili¬ 
ties exist: artifact, artifact creature, dam¬ 
age prevention, enchantment, instant, 
interrupt, mana source, phase ability, 


2) What abilities does Abeyance 

stop me from playing? I read some¬ 
where that all abilities are instants, so 
does it shut down ail of them? 

Every ability is of the type it is played as. 
For example. Soul Net’s ability is played 
as a triggered ability, and so is of type 
“triggered ” (not instant), and Amulet 
of Unmaking’s ability is of type 
“sorcery,” since it says to play it as a 
sorcery. (Note that Abeyance shuts 
down both of these abilities 
because they’re activated.) 


3) Does Abeyance stop me from using mana 
sources, like tapping land for mana? 

Since there are some kinds of spells and 
abilities I can still play, it seems like I 
should be able to pay for them somehow. 
As a change to the rules, no effect can 
prohibit mana sources from being 
played. This extends to Cursed Totem, 
City of Solitude, and Null Rod, as well 
as to Abeyance. 


4) Can Abeyance stop me from playing 
abilities on cards that are out of play? 
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to come up only when permanents are 
changing control. Remember that you 
never choose what to sacrifice until it’s 
actually time to sacrifice something. For 
example, the creature to sacrifice to Dia¬ 
bolic Edict isn’t chosen until its effect 
resolves. 

8) If two legends come into play during the 
same event (during Eureka’s resolution, 
for example), does the game still know 
which legend came into play first? 

Yes. The “rules-triggered” effects (effects 
triggered by general game rules rather 
than by cards) that bury 
duplicate legends and 
enchant worlds 
always know which 
of them came into 
play first (or that 
they came into 
play at the same 
time, if that was the 
case). This is true even 
if duplicate legends came 
into play during a single event. 

9) What characteristics are copied by 
Unstable Shapeshifter, Dance of Many, 
and so on? 

The following count as characteristics: 
name, color, casting cost, card type, type 
of permanent, type of spell or ability, 
creature type, expansion symbol, abilities, 
flavor text, power, and toughness. 

A good rule of thumb is that any 
information found on a card is a charac¬ 
teristic, and any other type of informa¬ 
tion is not. For example, power and 
toughness can be found on a card, so 
power and toughness are always charac¬ 
teristics, even for permanents that don’t 
actually have power and toughness 
printed on them (such as animated arti¬ 
facts or lands). This means that a cards 
location (whether that card is tapped), 
its controller, and so on are not charac¬ 
teristics. Tokens have the same set of 
characteristics, even though effects that 
put tokens into play often leave many 
characteristics undefined. 

Abilities gained by any means count 
as part of the permanent’s characteris¬ 
tics, whether or not the effect explicitly 
adds text to the card (as Zombie Mas¬ 
ter's does). If y r ou have Goblin King in 
play, for example, each goblin gains the 
characteristic of mountainwalk as well 
as having its power and toughness 
modified. 



10) I notice that “controller” 
isn’t listed under 
characteristics. Does 
this mean that the 
source’s controller 
doesn’t lock in 
when an ability is 
played? 


No. In the past, the rules 
have referred to locking in the character¬ 
istics of a particular permanent at partic¬ 
ular points, such as locking in the 
characteristics of a source when an ability' 
is played. These rules have always been 
technically incorrect, especially when 
contrasted with the rulings on copy 
cards, which certainly don’t copy the 
controller of the target! All references 
to locking a permanent s characteristics 
should actually be read as locking in its 
characteristics, its controller, and what it 
enchants (if it’s a local enchantment). 


ERRATA AND RULES 
ELIMINATIONS 

11) Does Humility just change a creature’s 
base power and toughness, or does it 
also override Giant Growths (and other 
effects) that have already resolved? 

Previously, effects that set a creature’s 
power and toughness to specific numbers 
were applied before any other effect. 

For example, it used to be that a 
creature targeted first bv a 
Giant Growth and then later 
by a Sorceress Queen was 
made 0/2 by the Queen’s 
effect, and then got the +3/+3 
back from the Giant Growth’s 
effect, making it a total of 3/5. 

This rule has been scrapped. Effects 
like Sorceress Queen’s are now applied in 
the usual order with other abilities (last 
in, first out within a batch of effects). So 
in the example above, the creature 
affected by the Giant Growth would 
become a 0/2 creature if targeted later by 
the Sorceress Queen. 

12) If my Spike Drone adds a +I/+I counter 
to my Magmasaur, would that counter be 
counted by Magmasaur’s upkeep cost? 

Yes. Previously, counters that modified 
power and toughness (+1/+1 counters, 
for instance) were always considered dis¬ 
tinct from each other, although counters 


with names (storage counters, for 
instance) have always been inter¬ 
changeable. This distinction has been 
eliminated. By default, all identical 
counters are now interchangeable 
with each other, whether they’re 
identical because they have the same 
name or because they have the same 
power and toughness modifier. For 
example, all +1/+1 counters are inter¬ 
changeable by default, but +1/+1 and 
+0/+1 counters aren’t. Most abilities of 
older cards break this rule by specifically 
referring to “these counters” (the ones 
the permanent put on itself) or other¬ 
wise making it clear that only certain 
counters are used by that ability, but vari¬ 
ous rulings are affected by this change. 

13) Would a copy of a card from an expan¬ 
sion be wiped out by that expansion’s 
hoser? For example, would a copy of an 
Arabian Nights card be wiped out by 
City in a Bottle? 

Yes, because “expansion symbol” is 
included in the list of characteristics given 
in the General Rules section above. Copy 
cards duplicate all characteristics of their 
target, and although some of them specif¬ 
ically exclude characteristics such as color, 
none of them exclude the expansion sym¬ 
bol. This means, for example, that City in 
a Bottle now destroys copies of Ara¬ 
bian Nights cards. Note that it 
would still ignore tokens that 
are copies—such as Echo 
Chamber’s token—since it 
specifically wipes out 
cards, not permanents. 

SPECIFIC 
CARD RULINGS 

14) When I use up the last counter on my 
Gemstone Mine, do I have time to sacri¬ 
fice it to Squandered Resources? 

Yes, because burying Gemstone Aline 
when the last counter is removed is a 
triggered effect, not part of the effect 
that adds mana to your pool. Therefore 
there’s a delay between using the ability' 
and burying the Gemstone Mine, 
which gives you time to sacrifice the 
Gemstone Aline to Squandered 
Resource’s ability' 

Tom takes this rules thing very seriously. Even 
his license plate reads: " DAROOLZ . * 
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PHOTOS BY AOGIR MATTINGLY 


Tournament News 




Pro Tour—Chicago: First-Class 
Competition in the Second City 



T here wasn’t much 
for a bluesman to 
sing about when 
Magic: The Gath¬ 
ering hit Chicago 
this fall. From October 
10 through 12, Chicago’s 
Navy Pier enjoyed perfect 
weather, breathtaking 
views of both the Windy 
City' and Lake Michigan, 
and the largest field of competitors the 
Pro Tour has ever seen. 

More than 324 players qualified for 
Pro Tour-Chicago, and the Extended 
card pool (which includes The Dark 
through Weatherlight sets) encouraged 
diversity among the deck types. Not all 
the players were so encouraged, however; 
New Jersey semifinalist John Finkel 
declared it “easy” to predict what deck 
types he would have to face, because 
“there are a lot of things that everybody is 
playing with.” Still, the sheer number of 
competitors and cards had an impact on 
the metagame. As Sweden’s Olle Rade 
pointed out, “There are usually three or 
four deck types [to prepare for] instead 
of sixteen.” 

Those that did make it to the Top 8 
did so by turbocharging familiar and 
established deck themes with the most 
powerful cards available outside of Clas¬ 
sic (Type I). Finkel’s Prison variant with 
Gaea’s Blessing and Aura of Silence 



drew ecstatic praise from Pro Tour insid¬ 
ers; Rade and Virginia’s Kyle Rose used 
white weenies, Lightning Bolt, and 
Armageddon to good effect. Austinite 
Adrian Sayers and Randy Buehler of 
Pennsylvania added red to traditional 
Necro while Tongo Nation’s Justin 
Schneider and David Mills play r ed iden¬ 
tical blue-red Frenetic Efreet decks and 
Seattle’s Max Suver played a blue-red 
creature removal/ 
denial deck. (See 
Top Decks , p. 40.) 

Sunday saw the 
Top 8 cycle 
through all their 
matches in a 
remarkably short 
time, with similar 
deck types facing 
and eliminating 
each other in the 
quarterfinals. 
Buehler got the 
better of Sayers 
3-2 in a battle of the Necrodecks, and 
Mills’s Efreets were more frenetic than 
Schneider’s. Finkel’s creatureless Winter 
Orb recipe proved too rich for Rade, 
who fell 3-1, and Suver’s big blue 
machine crushed Rose’s Erhnageddon 
3-0. In the semis, Mills was able to get 
his Efreets past Finkel’s defenses for a 
fast 3-0 victory, and Buehler defeated 
Suver 3-1 largely' with his Demonic 
Consultation-Lake of the Dead-Drain 
Life combo. 

The new format and the large field 
challenged many of the Pro Tour’s top 
names, and many of the Tour’s perenni¬ 
als failed to make it into the top 100. In 
the Finals, Buehler and Mills fought an 
even battle until the very last moments 
of Game 4, when Buehler capitalized 
on a lapse in Mills’ concentration to win 
the game and the match. The oldest 
rookie in a field of veteran ^youngsters 
came away' with the championship. 

—Scott McGough 


Junior Super Series: 

They're Going to 
Disney World! 

T he inaugural Junior Divisional 

Championship found 156 players 
aged eighteen and under compet¬ 
ing in Chicago to be among the 
first representatives to next sum¬ 
mer’s Super Series Championship, to be 
held at Walt Disney World in Orlando. 
Day 1 of the Central Division Champi¬ 
onship, which was open to all Magic 
play'ers eighteen and under, had nearly' a 
hundred competitors, approximately 
two-thirds of whom advanced to Day 2. 
These players were then joined by' more 
than fifty' other juniors who had quali¬ 
fied to participate with their perfor¬ 
mances in the Junior Challenges held 
over the previous few months. At the 
end of the Swiss-style competition on 
Sunday; sixteen play'ers (eight from each 
age division: 15-and-under and 16—18) 
made the grade. Each lucky' qualifying 
player received airfare and accommoda¬ 
tions for two to next summer’s Super 
Series Championship. 

Many of the top finishers in the 
16-18-year-old division had previously 
competed in the Pro Tour, but saw the 
new Super Series as an opportunity' to 
compete against play'ers their own age. 
Two of the veterans, Pennsylvania’s 
Geoffrey Anders and Jeremy' Baca of 
Dallas, competed on Friday in Pro 
Tour-Chicago but missed the cut (fin¬ 
ishing 72nd and 83rd respectively). Top 
finisher Steve Flirsch ofWantagh, New 
York, another veteran who finished out¬ 
side the Top 64 after the first day of Pro 
Tour competition, figured he had “noth¬ 
ing to lose” by r entering the Division 
Championship. Perhaps for this very rea¬ 
son, the competition among these play¬ 
ers was fierce. 

“The competition level here was 
tougher than I expected,” said Madison, 
Wisconsin’s Matt Severn, who competed 
in Pro Tour-New York earlier this year. 
Baca, however, stated unequivocally that 
“there’s no comparison” (continued on page. 34) 
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Tournament News (continued) 


Jonathan boldly stated that “it’s not too 
long” before he'll he competing alongside 
his elders in the Pro Tour. Others weren t 


The Western and Eastern Division 
Championships will coincide with the 
remaining U.S. Pro Tour events (Los 
Angeles and New York). Each of these 


between the Super Series and the Pro 
Tour. “Almost every deck I saw here was 
a variation of something on the Inter¬ 
net,” he said. Missouri’s lan Slattery 
cited a lack of playtesting as a common 
weakness among the decks he faced: 
“The decks that do well are usually the 
ones where the players put that some¬ 
thing extra into them.” 

Jonathan Gary of North Miami 
Beach, Florida, celebrated his fourteenth 
birthday one day early bv placing first 
among all players fifteen and under. The 
younger brother of reigning U.S. 
National Champion Justin Gary, 


1) Changes Effective October I, 

1997. Standard (Type I!) Banned Lise 
no alterations; Extended Banned List: 
Hypnotic Specter is added and Jugger¬ 
naut is removed; Classic Restricted 
(Type 1.5) Banned List: no alterations; 
Classic (Type I) Banned List: no alter¬ 
ations; and Classic (Type I) Restricted 
List: Candelabra ofTawnos, Copy Arti¬ 
fact, Feldon’s Cane,MishrasWork¬ 
shop, and Zuran Orb are all removed. 

The DCI players’ organization 
announces changes to its Banned and 
Restricted Lists four times each year: 
March I,June I,September Land 
December I .We have received several 
requests for a “philosophy statement” 
to accompany our quarterly announce¬ 
ments so DCI members will under¬ 
stand the logic behind our decisions to 
ban and restrict (or to “un-ban” and 
“un-restrict”) certain cards.We hope 
this information proves useful to you. 
Please don’t hesitate to contact the 
DCI with any questions or comments 
regarding this statement The DCI can 
be contacted via phone at (425) 204- 
8032, or fax at (425) 204-5820, or 
through email at <dci@wizards.com>. 

2) Explanation of Extended For¬ 
mat Changes. Hypnotic Specter is 


quite as confident going into Sunday s 
competition. “I didn’t really expect to get 
this far,” said Jason Means, “hut I fin¬ 
ished [Day 2] at 5-1.” Ohio’s Chad 
Drager, another Top 8 finisher, admitted 
he was “looking forward to the money” 
he would receive by participating in the 
Super Series Championship. Indeed, 
each of these players will receive scholar¬ 
ship funds in the amount of at least 
$1,000 simply by showing up for Day 2 
of the Super Series Championship. 


added to the Banned List because it 
presents a tremendous swing advan¬ 
tage in the game. Quite simply, if a 
player casts Hypnotic Specter and his 
or her opponent doesn’t respond 
immediately, the opponent will usually 
lose the duel. Since the low casting 
cost of Hypnotic Specter makes it 
very easy for a player to cast on the 
first turn, many duels are won or lost 
on the first turn.This level of game 
swing is more acceptable in the Clas¬ 
sic tournaments, where many more 
degenerate first-turn plays are possi¬ 
ble, but it’s not acceptable in the 
Extended format. 

Juggernaut, meanwhile, is removed 
from the Banned List because the 
Extended format allows players to deal 
with the card in any number of ways. It 
therefore doesn’t represent a signifi¬ 
cant imbalance to the format. 

3) Explanation of Classic Format 
Changes. Candelabra ofTawnos, 

Copy Artifact, Feldons Cane, Mishra’s 
Workshop, and Zuran Orb are all 
removed from the Restricted List.The 
DCI staff believes these cards no 
longer present a significant game 
imbalance in the Classic format. 

—Jason Carl, Policy Director, DCI 


Divisional Championships will qualify 
an additional sixteen players for Day 2 of 
the Super Series Championship in 
Orlando. Scholarships totaling $250,000 
will be divided among all players who 
reach Day 2 of the event. —Andy Collins 

Arena League News: 

Vanguard Returns 
in January 

A rena-The League for Magic: The 
Gathering will be starting 1998 
with a bang! The Winter Season of 
Arena league play (Jan. 2-Feb. 9) 
will feature an all-new Vanguard set. This 
new set of eight cards, like the first, will 
be available exclusively through the 
Arena league for its initial release. This 
time around, however, players will 
receive a full set of cards upon registra¬ 
tion for the season, instead of four of the 
eight cards as they did during the first 
Arena season to feature Vanguard cards 
(Summer 1997). This will allow players 
even greater flexibility when building 
decks to use with these cards. As with 
the last Vanguard season, players will use 
Standard (Type II) decks along with the 
Vanguard cards. 

The first Vanguard season was the 
Arena league’s most popular, so don't 
miss out on the next! 

What if there is no Arena store in my area? 

Wizards of the Coast often gets calls 
from players who want to join the Arena 
league but don’t have any participating 
stores in their areas. There is still plenty 
of time for your local game or hobby 
store to register for Arena’s Winter Sea¬ 
son. Talk to your retailer and encourage 
him or her to sign up. Many of the cur¬ 
rent Arena stores signed up because of 
their players’ insistence. Registration is 
as easy as placing a call to Wizards of 
the Coast Merchant Relations at (800) 
821-8028. —-Judy Holman 
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Junior Super Series 
Western Division Challenges 

Dec. 6 Missoula (406) 543-9944 

Edmonton (403) 483-2669 

Dec. 7 Albuquerque (505) 265-6100 

Dec. 13 Boise (208) 376-1942 

Salt Lake City (801) 374-9058 

Tucson (520) 790-2246 

Dec. 14 Portland (503) 761-4420 

Dec. 20 Las Vegas (801) 374-9058 

Dec. 21 Puyallup (206) 675-1608 

Dec. 27 Anchorage (907) 274-4112 

Pro To ur M -Los Angeles Qualifiers 

(907)274-4112 
(701)772-3954 
(770) 753-0030 
(505) 265-6100 
(847) 222-1994 
(920) 623-0244 
(317) 578-3459 
(206) 675-1608 
(650) 947-0398 

(800) 529-3976 

(801) 374-9058 
(770) 753-0030 
(847) 222-1994 
(714) 444-4601 
(303) 366-3977 

(800) 529-3976 
(910) 889-9900 

(801) 374-9058 
(770) 753-0030 
(800) 852-2442 


Junior Super Series 
Western Division Challenges 


Dec. 6 

Anchorage 

Fargo 


Birmingham 
Albuquerque 
Chicago 
Stevens Point 


Indianapolis 

Seattle 

Dec. 7 

San Francisco 
Pittsburgh 

Dec. 13 

Salt Lake City 
Knoxville 

St. Louis 


Los Angeles 
Denver 

Dec.14 

Columbus 

Dec. 20 

High Point 

Las Vegas 
Atlanta 

Dec. 27 

Harrisburg 


Visit our Website for World Wide 
Qualifier Tournament Locations. 


Pro Tour-Mainz 
Dec 5-7 


Grand Prix-San Francisco 
Dec 6-7 


Grand Prix-Rio de Janeiro 43 
Jan. 29-Feb. 1 


Grand Prix-Madrid 
Jan. 24-25 


Arena™ Winter Season 
Starts Jan. 2 


For more information 

CALL ( 20 6) 624-0933 

www.wizards.com/Magic 


Jan. 3 


Jan. 10 

Jan. 11 
Jan. 17 

Jan. 18 

Jan. 24 

Jan. 25 
Jan. 31 


Eugene 

Houston 

San Francisco 

Honolulu 

Sacramento 

Los Angeles 

San Francisco 

Seattle 

Phoenix 

Vancouver 

Denver 

Seattle 

Los Angeles 

Lubbock 


(541) 485-0375 

(713) 680-1870 
(650)947-0398 
(808) 596-8236 
(916) 489-9211 

(714) 444-4601 
(650)947-0398 
(206)675-1608 
(714) 444-4601 
(604) 521-4471 
(303)366-3977 
(206)675-1608 
(714)444-4601 
(806) 763-4054 


Pro Tour-Los Angeles Qualifiers 


Jan. 10 


Jan. 11 
Jan. 17 


Jan. 18 
Jan. 24 


Jan. 31 


San Francisco 

Kansas City 

Providence 

Chicago 

Eugene 

Little Rock 

Houston 

Columbia 

Syracuse 

Indianapolis 

Lincoln 

Los Anqeles 

Honolulu 

Seattle 

High Point 

San Francisco 

Miami 

New York 

Phoenix 

Columbus 

Grand Rapids 

Fort Wayne 

Vancouver 

Orlando 

Iowa City 

Richmond 

Dallas 

Philadelphia 

Louisville 

Los Angeles 

Columbus 

Toronto 

Denver 

San Francisco 

Washington, D.C. 

Boston 

Atlanta 

Wichita 

Chicago 

Lubbock 

Madison 

Indianapolis 


(650) 947-0398 
(913)962-4263 
(800) 852-2442 
(847)222-1994 
(541) 485-0375 
(501) 661-0870 

(713) 680-1870 
(770) 753-0030 
(212) 633-6320 
(847) 222-1994 
(402) 434-5056 

(714) 444-4601 
(808) 596-8236 
(206)675-1608 
(910)889-9900 
(650)947-0398 
(770) 753-0030 
(212) 633-6320 
(714)444-4601 
(800)529-3976 
(847) 864-3542 
(847) 222-1994 
(604)521-4471 
(770) 753-0030 
(319) 338-0086 
(804)961-6953 
(316) 522-2442 
(800)852-2442 
(847)222-1994 
(714) 444-4601 
(800) 529-3976 
(905) 524-5725 
(303)366-3977 
(650) 947-0398 
(301)881-3530 
(617)666-5799 
(770) 753-0030 

(316) 522-2442 
(847) 222-1994 
(806) 763-4054 
(920)623-0244 

(317) 578-3459 


WIZARDS OF THE COAST, MAGIC: THE GATHERING PRO I OUR 
and Arena are trademarks of Wizards of the Coast, Inc. 
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Dominian Chronicles 

Stepping into the Darkness 


R ath is a barren and 
harsh environment. 
The Vec, the elves, 
and other trans¬ 
planted races have 
fought to survive, to 
maintain their fragile grip 
on existence in a world that 
doesn’t seem to want them. 

But there are other species 
that have thrived in this new 
plane, and like Rath, they have 
learned to adapt in order to 
survive. Some have become 
like the plane, ever-changing 
and flexible, while others have 
simply become more brutal. 

Moggs 

The Moggs are an example of 
how an evincar can manipulate 
a species. The Moggs trace 
most of their lineage to gob- 
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lins, but while the Dominarian 
goblins have a few saving 
graces (if cowardice can be 
considered a grace), the 
Moggs have had much of this 
bred out of them. Vicious and 
stupid, they work tirelessly at 
their assigned tasks as long as 
there is a whip to remind them 
of the penalty for failure. 
Moggs lack the playful nature 
of their cousins and are more 
difficult to distract from their 
preset goals. They have been 
stripped of almost all person¬ 
ality and are left with only 
enough intellect to follow 


STINGING UC1D ILLUS. PAOLO PARENTE 


orders. Imagination is not a 
desirable virtue in grunts, as 
imagination brings desires, 
which fuel rebellion. 

Moggs have gained one spe¬ 
cific advantage over their gob¬ 
lin cousins: brawn. The average 
Mogg is as physically powerful 
as a human, with a thick cra¬ 
nium planted on a muscular 
neck that can withstand a solid 
blow from a mace. Their flat¬ 
tened faces show no conscious 
personal concerns, except 
hunger at mealtimes and a 
wish to avoid punishment 
from their superiors. 

Moggs have a highly 
attuned sense for artifacts and 
can literally smell them out: 
anyone entering Rath with 
artifacts rarely evades Mogg 
noses for long. Some believe 
this latest wrinkle in the 
Moggs’ genetic makeup is an 
expression of Volrath’s obses¬ 
sion with the artifacts of the 
Legacy. 

Licids 

Licids are peculiar creatures 
that blur the definition of an 
“independent life form.” 

Licids live much of their lives 
as solitary creatures, preying 
upon rodents and insects. The 
species is very unfriendly to its 
own kind and certain breeds 
are blood enemies. It is 
believed that Licids are asexual 


egg layers that leave their 
young to fend for them¬ 
selves... however, this is all 
conjecture, as their ability to 
latch onto other creatures 
makes Licids notoriously dif¬ 
ficult to track. 

Licids can bond with a host 
(usually a human) to create 
either a symbiotic or a para¬ 
sitic relationship. When 
attached, the Licid s legs sink 
into the body of the host, and 
the two creatures gradually 
meld together at the point of 
contact. When the Licid 
leaves its host, it disengages 



itself without physical harm to 
either organism. How the 
Licid benefits from this union 
is unknown, though it must be 
important to the creature’s life 
cycle, as every Licid is thought 
to do this at least once in its 
life. 

The Vec use beneficial 
Licids to enhance their com- I 
bat skills, or as part of cere¬ 
monies. Licid skin, bones, 
and tissue are also regularly 
used by the Vec as cloth, 
implements, and food. How¬ 
ever, the potential harm some 
varieties of Licid can do lead 
many potential hosts to avoid 
all contact with them. 

Slivers 

Slivers are amazingly adapt¬ 
able creatures that exhibit a 


wide variety of forms and abil¬ 
ities. At this time, there are 
known to be at least ten vari¬ 
eties of Sliver. 

A Sliver begins to show dis¬ 
tinct physical attributes within 
a few days of its birth. These 
changes may manifest in the 
form of wings, armor, addi¬ 
tional weaponry, or heightened 
reflexes. What makes one 
Sliver a flyer while another 
grows armor is completely 
unknown, but some believe 
that a Sliver is defined before 
its birth, suggesting an intelli¬ 
gence that is manipulating the 
Sliver population. That 
intelligence is most likely 
Volrath, but how he achieves 
this population control is 
also unknown. 

The Slivers have a unique 
hive mind which confers not 
only knowledge through 
collective consciousness, but 
also physical abilities. New¬ 
born Slivers reach maturity 
within a matter of weeks; con¬ 
necting to the hive mind, they 
become able to rapidly alter 
their form to incorporate the 
physical characteristics of any 
Slivers close to them. Hunting 
as a pack, Slivers’ flexibility 
makes them lethal opponents. 


v • ;>>> . v V, arf 
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HEART SLIVER ULUS. RON SPENCER 


The link to the hive mind has 
a limited range, however, and 
an opponents only real chance 
of survival is to separate the 
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Sliver swarm into smaller groups. 
Slivers prefer warm regions, hanging 
from ceilings in groups that resem¬ 
ble large pine cones. 


The Belly of Rath 

The Furnace of Rath is a cavernous, 
molten chamber deep beneath the 



FURNACE OF RATH ILL US JOHN MATSON 


evincars stronghold. The vast room 
is filled with hundred-foot heating 
elements that convert solid rock into 
a molten form for the production of 
flowstone. At the furnace’s core, the 
temperature steadily rises until the 
lava is white hot, when it is sucked 
up into the stronghold far above. 
This is the font from which flow- 
stone is formed, the molten birth¬ 
place of Rath. 

Such enormous temperatures have 
to be vented, however, and even 
with the colossal ducts spewing heat 
and ash into the Cinder Marsh, 
stress fractures still form in the walls 
of the subterranean complex. These 
fractures often develop into large 
passages that can lead up to the 
massive network of caves surround¬ 
ing the stronghold’s main chamber. 

As their size and complexity 
increased over the decades, the pas¬ 
sages became a security concern to 
the successive evincars of Rath. A 
by-product of the flowstone manu¬ 
facturing process was funneled in to 
fill these cracks: a black, tar-like 
substance that has some of flow- 
stone’s shapeshifting properties. 

The flowstone refinery now features 
dedicated channels that carry the 
black stuff to the caves when and 
wherever it s required. Like the 


flowstone, the black goo responds to 
the will of the evincars and will 
automatically clear passages when 
necessary It is also effective for the 
disposal of corpses, as it disinte¬ 
grates flesh on contact. 

What no one realized is that 
when living beings are dissolved in 
the black substance, their memories 
and life-forces are also absorbed. As 
a result, these “Death Pits” have 
developed a primitive predator}' 
consciousness, and a cruel playful¬ 
ness toward prey. Taking indigestible 
bones, armor, weapons, and any 
other leftovers, the Death Pits 
recombine these bits and pieces into 
undead-like puppets known as “Car- 
rionettes.” Manipulating these “bod¬ 
ies” through long tendrils, it attacks 
intruders via swordplay, hand-to- 
hand combat, and other strangely 
mimetic ways. Once the victims are 
subdued, the Carrionettes grab on 
and take them back to the main 
body of ooze. If this thin tendril is 
cut in battle, the reanimated corpse 
collapses into a black, water}' mess. 

What’s Coming Up? 

My lunch, that’s what! The Death 
Pits really are one of the grossest 
parts of Rath, and congratulations 
should go to Anson Maddocks and 
Mark Tedin for designing the slimi¬ 
est part of this plane. 

Well, that’s all the info we 
brought back from our tour to Rath, 



but you can be sure we’ll be going 
back again.. .but next time, I’m 
going to stand behind Tahngarth 
and let him deal with the Moggs.... 

Rath is brought to you by the Magic 
Creative team , that busted its collective 
butt to bring you this dark neve world. 


1 


The official Dominaria answers column 
email address is live! If you have any 
questions about ancient or recent his¬ 
tory in Dominaria, please email them 
to Continuity @wizards.com> with 
“Dominian FAQ"’ in the subject line; 
though we cannot respond to each 
question individually, we will pick a 
selection of the most common ques¬ 
tions (and the occasional oddity) to 
answer. 

Is Squee, the Weatherlight's 
cabin boy, the same Squee 
that appears in the flavor 
text of Relentless Assault? 

No. Squee is a relatively common name 

( among goblins. In a lot of goblin tribes 
a newborn is named by its mother dur¬ 
ing birth. This has a habit of creating 
some rather guttural and/or squeal- 
sounding names. Squee was obviously a 
difficult birth (ugh!). 

We know Rath pulls people in 
(such as the Soltari, Dauthi, 

I and Skyshroud Elves), but 

| how often have Rath denizens 

I made it to Dominaria? 

It certainly is possible to make it back 
; to Dominaria through such portals, but 

two factor are against you. 

I) Rath seems to act like a low-pres¬ 
sure zone when attaching to Domi¬ 
naria—trying to get back to Dominaria 
through such a portal is like walking 
against a heavy wind, or swimming 
upstream in a rushing river. 

2) The interfaces between worlds are 
predominantly random, and being on 
the scene when one happens takes 
either great timing or the ability to 
track these events. The only machinery 
currently capable of this is in the hands 
of the evincar. —P.V. 



Dominian 


<continuity^ wizards.com> 
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by HARK ROSEWATER 



pulled 


Not every card created in design 
makes it through the develop¬ 
ment process.The fate of these 
unwanted cards is a murky, mys¬ 
terious folder hidden in the bow¬ 
els of R&D.This little known list is 
called “Extra Pulled.” 



▲ The goal of this card was to create a sorcery 
that naturally restricted itself to two uses. 
Unfortunately, our lawyers got a little squea¬ 
mish and there were numerous tournament 
concerns. (For example, can the average com¬ 
petitor tell a kidney from a spleen?) 



▲ The creator of Lion's Eye Diamond, 
Charlie Cattino, occasionally tries to 
create cards that skate that fine line 
between worthless and completely 
worthless. The Homarid Leper was to be 
his masterpiece. Unfortunately, Charlie 
chose to pull the card from development 
when William jockusch created the bro¬ 
ken Homarid Leper/Sorrow’s Path/Sea¬ 
farer’s Quay/Wood Elemental deck. 



“Them? Weavers " is a new section in the Magic Compendium where we highlight decks that are 
light on strategy but heavy on theme . If you have a deck you would like to submit, send a card 
list and a short explanation of your deck to “Theme Weavers , n c/o The Duelist , P.O. Box 707, 
Renton, WA 98057-0707, or to <dueUst@wizards.com>. Please include your name, address, and 
phone numberfor verification purposes. Explanations may be edited for length or clarity. 


LIVING In LA-LA LAND 

I S a former Los Angelino, 1 decided it would be fun to construct a deck in 

tribute to my old stomping grounds. I started off with as many natural disasters 
as I could find (Earthquake, Mudslide, and Flooded Shoreline to name a few). 
Then I added in a little bit of atmosphere (Greed, Duplicity, and Disharmony). 
Next, I sprinkled in a touch of “the Biz (Inspiration, Feast and Famine, Falling Star, 
and so on.). Finally, 1 threw in Taste of Paradise to remind peo¬ 
ple that L.A. does have its good points. My desire is that the 
deck would play much like the City of Angels: you never 
know what might happen next. — Mark Rosewater 


ARTIFACTS 

I Puppet Strings 
I Reflecting Mirror 

BLACK SPELLS 

I Breeding Pit 
I Circling Vultures 
I Coercion 
I Dry Spell 
I Feast or Famine 
I Greed 
I Lost Soul 
I Mind Warp 
I Souldrinker 

BLUE SPELLS 

I Betrayal 
I Duplicity 
I Erosion 
I Flood 


I Flooded Shoreline 
I Inspiration 
I Invoke Prejudice 
I Musician 
I Propaganda 
I Riptide 

GREEN SPELLS 

I Killer Bees 
I Taste of Paradise 

RED SPELLS 

I Aftershock 
I Anarchy 
I Burnout 
I Disharmony 
I Earthquake 
I Falling Star 
I Flashfires 
I Heat Wave 


WHITE SPELLS 

I Angry Mob 
I Brainwash 
I Drought 
I Visions 
I Wrath of God 

LAND 

1 Brushland 

2 Desert 

3 Forest 
3 Island 
3 Mountain 

2 Plains 
I Scabland 

3 Swamp 

4 Undiscovered Paradise 
I Wasteland 

I Winding Canyons 



SAIL the SEVEN SEAS 

I made this deck as part of a series of decks based on movies and/or books. 

It was inspired by The Princess Bride , The Black Swan, Against All Flags , and 
numerous other pirate/swashbuckling movies. I put in Dancing Scimitars 
for fancy sword play and Bog Rats to represent ship s rats. Fear and Terror are 
always played with a resounding “Run away,” while an 
Oubliette must be followed by u To the brig with you ” For a 
lot of fun, put a Fear on a Merchant Ship, attack each turn 
for 2 life, then spend that life on Greed to draw a card. 



Avast ye, matey.” 

ARTIFACTS 

3 Dancing Scimitar 

2 Mystic Compass 

BLACK SPELLS 

3 Bog Rats 
2 Fear 

2 Greed 

3 Terror 

3 Oubliette 


BLUE SPELLS 

1 Sindbad 

2 Merchant Ship 

2 Kukemssa Pirates 

3 Reef Pirates 
3 Ghost Ship 
3 Pirate Ship 

GOLD SPELLS 

I Ramirez DePietro 
I Skeleton Ship 


—Andrew Finch 

LAND 

I Island of Wak-Wak 
I Safe Haven 
I Tolaria 

1 Seafarer's Quay 

2 Underground River 
4 Underground Sea 
2 Bad River 

7 Island 

8 Swamp 
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International Report 


Single-Card Strategies 

(3)jEFF FRANZMANN 



Inky blackness 
followed in the 
wake of the 
hunter. It had 
been stalking its 
prey for weeks, 
and though it 
seemed only to 
fall further and 
further behind, its 
primitive intellect refused to surrender 
the hunt. The creature did not under¬ 
stand its ultimate failure, for it had been 
sent after a Master Decoy. 



I n any environment, Limited 
or otherwise, the ability to 
tap any target creature can 
prove useful in a wide range of 
situations. Master Decoy allows 
you to selectively determine 
which creatures your opponents 
can attack with and which they 
can block with, giving you a sig¬ 
nificant advantage. Master 
Decoy also allows you to deal 
with some of the greatest dan¬ 
gers in Limited play without 
restricting your card choices. 
Flying, landwalking, and shadow 
(a new creature ability from the 
Tempest expansion) are some of 
the most potent abilities in 
Limited, but Master Decoy 
allows you to prevent these 
creatures from attacking with¬ 
out having to resort to specialty 
spells of limited use, like Down- 
draft. Master Decoy can also be 
used to hammer your opponent 
with his or her own upkeep 
effects. Repeatedly tapping your 
opponent’s Aku Djinn, for exam¬ 
ple, eliminates it as a threat but 
still gives your creatures a 
+ I/+1 bonus each turn. 



Portugal 


R ortugal is a land of wine, olives, explorers—and a vibrant Magic scene. L he 
Portuguese edition of Magic is actually the same as the Brazilian edition, as 
the two countries share a common language (with a few differences in dialect). 
But while Portugal is linked to Brazil by history and a common language, its 
Magic players have created a new and active environment on their own. 

Magic arrived in Portugal with Fourth Edition. Because the Classic (Type I) cards 
are so rare, the greatest attractions at Portuguese tournaments are prizes that include 
out-of-print cards or older expansions. Black Lotus, Time Walk, dual lands, and 
entire sets of Alliances, The Dark and Antiquities have been given away as first-place 
prizes at Portuguese tournaments. Portuguese players often buy old, powerful cards 
directly from shops in the U.S. via the Internet. In short, the Portuguese tournament 
scene is booming. 


Tournaments and Champions 

The local company that promotes and 
organizes Portuguese Qualifiers and 
Championships employs the only 
DCI-certified judge in Portugal (Jose 
de Freitas). A judge certification test 
was held some time ago that attracted 
twenty participants, but the results 
aren’t in yet. The flood of new tourna¬ 
ments is making it difficult to find 
enough judges. 

The Magic scene started last year 
with just a few tournaments in Lisbon, 
mostly to show the game to new play¬ 
ers. The first big tournament, a Mirage 
Prerelease held last September, 
attracted ninety players. The organizers 
were very proud of the attendance at 
the time, but the numbers keep grow¬ 
ing. In November a tournament drew 
160 players, and by May a full 210 
players attended the 
Pro Tour-New York 
Qualifier. Not bad 
in a country of just 
ten million people. 



That Black 
Lotus is Mirt 

Dr. Olga Berens de 
Carvalho plays to win. 

An interesting twist on the Portuguese 
tournament scene is the relatively large 
number of women competing. One of 
them, a doctor named Olga Berens de 
Carvalho, won a 160-plaver event last 
November and received a Black Lotus 
card. De Carvalho is thirty-six years old 


and the mother of two, and is a staff 
doctor at a hospital. She’s not the only 
winning woman in Portugal, nor the 
only doctor. Dr. Joana Saraiva plays 
Magic any chance she gets, and Marta 
Peralta—the Portuguese National Tennis 
Champion of a few years ago—competes 
in almost every tournament. Among the 
sixty-four players that competed at the 
Portuguese National Championships 
this year, four were women: Olga Berens 
de Carvalho, Catia Azoia, Joana Saraiva, 
and Marta Peralta. 

The Local Champ 

Twenty-four-year-old Luis Figueira won 
the Portuguese National Championship 
in June with a “Kiss” deck: black-and-red 
weenie with direct damage cards. The 
Kiss deck’s core cards are Forsaken 
Wastes and Shadow Guildmage, and the 
deck was designed to beat the five-color 
green decks and Counter-Post decks so 
popular in Europe. Although Kiss is a 
fast deck, it has trouble with big-crea¬ 
ture decks and red blaster decks. 

Figueira dealt with such problems with 
his sideboard, which contained Hydrob¬ 
last, Contagion, and Dystopia. 

The first day of competition at the 
National Championship featured an 
Alliances-Fifth Edition-Visions Booster 
Draft, while on the second day the com¬ 
petitors fought it out in a Standard 
(Type II) tournament. The Top 8 players 
went to the single-elimination finals. 
Figueira visited the U.S. for the first 
time when he traveled to Seattle with 
the Portuguese team for the World 
Championships. — Wolfgang Baur 
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Championship 


THE TOP 4 

from Pro Tour-Chicago’s 
Extended Competition 


compiled by 
Jeff Donais 


RANDY 

BUEHLER 

(CHAMPION) 

{fajf fifkc k 

2 Bad River 
4 Badlands 
4 Demonic 

Consultation 

3 Disenchant 

4 Drain Life 

2 Firestorm 

3 Gemstone Mine 

4 Hymn to Tourach 

1 Ihsan's Shade 

2 Incinerate 

4 Knight of Stromgald 

3 Lake of the Dead 

4 Lightning Bolt 
4 Necropotence 
4 Order of the 

Ebon Hand 
4 Scrubland 
8 Swamp 

Sideboard 

2 CoP: Black 

I Disenchant 

1 Firestorm 

3 Honorable Passage 

2 Mind Warp 

3 Pyroblast 
3 Terror 


JOHN FINKEL 
(SEMIFINALIST) 

Main Deck 

3 Armageddon 

3 Aura of Silence 

4 Counterspell 

1 Flood Ptain 

2 Gaea’s Blessing 

2 Gerrard’s Wisdon 
4 Icy Manipulator 
4 Marble Diamond 
4 Mishra’s Factory 

2 Plateau 

1 Pyroclasm 

3 Savannah 

3 Serrated Arrows 

3 Sky Diamond 

2 Swords to 

Plowshares 
2 Sylvan Library 

4 Tithe 
4 Tundra 

2 Undiscovered 

Paradise 
I Volcanic Island 

3 Winter Orb 

j 3 Wrath of God 

Sjdebocrd 

1 Aura of Silence 
I I Disenchant 

I 3 Ernham Djinn 
[ I Gaea's Blessing 

2 Gerrard’s Wisdom 
! I Hurkyl’s Recall 

j 2 Pyroblast 
I Red Elemental Blast 

3 Wildfire Emissary 


DAVID MILLS 
(FINALIST) 

AlanDecL 

2 Control Magic 
4 Counterspell 

1 Desertion 

2 Disenchant 
I Disrupt 

1 Earthquake 

2 Fireball 

2 Flood Plains 
2 Force of Will 
4 Frenetic Efreet 
4 Impulse 

2 Island 

3 Kjeldoran Outpost 

4 Lightning Bolt 

4 Mishra’s Factory 
I Plain 
4 Plateau 
I Serrated Arrows 
I Suq’Ata Firewaiker 

1 Swords to 

Plowshares 
4 Tithe 
4 Tundra 
4 Volcanic Island 

2 Wildfire Emissary 

Sideboard 

3 Blue Elemental Blast 

1 Disenchant 

4 Dwarven Miner 

2 Gerrard’s Wisdom 

2 Mana Web 

3 Nevinyrral’s Disk 


MAX SUVER 
(SEMIFINALIST) 

Mam Deck 

2 Air Elemental 

3 Arcane Denial 

4 Counterspell 

2 Earthquake 

3 Flood Plain 

4 Force of Will 

2 Icy Manipulator 
8 Island 

2 Man-o’-War 

3 Phyrexian Warbeast 

4 Quicksand 

4 Sky Diamond 
4 Soldevi Excavation 

3 Suq’Ata Firewaiker 

4 Volcanic island 

4 Waterspout Djinn 
4 Winter Orb 

Sideboard 

1 Blue Elemental Blast 
3 Control Magic 

2 Hurkyl’s Recall 

3 Hydroblast 

1 Mana Short 

2 Pyroblast 

2 Sand Golem 
I Tormod’s Crypt 


Key Plays 


If ytxj see or hear about a par¬ 
ticularly interesting key play, 
write to us about it at "Key 
Plays." do The Dueist, RO. Box 
707. Renton, WA 98057. or 
<duelist@wizards.com> 



1 


Something Like 

a Phenomenon 

he fourth game of the Pro Tour-Chicago 
finals featured one of the most unlikely turn¬ 
around victories seen in Magic history. V ir- 
ginia veteran David Mills was matched up 
against Pro Tour newcomer Randy Buehler from 
Pennsylvania. Buehler was ahead two games to 
one, one victory away from $25,000 and the first 
Pro Tour championship of the season. 

Buehler was playing a Necropotence deck designed 
by fellow Carnegie Mellon University teammate Eric 
Lauer, and Mills was playing a red/white/blue deck 
designed by Tongo Nation teammate Michael Long 
and Brian Schneider. Buehler was stuck at two lands 
for the entire game due to Mills’ early Dwarven Miner. Buehler managed to sum¬ 
mon quite a few Knights and was slowly reducing Mills life total, but Mills had 
control with a Wildfire Emissary in play alongside the Miner and a Lightning 
Bolt in hand. 

Buehler had one trick left up his sleeve. Knowing the end was near, he attacked 
with his last two Knights. Mills blocked one with his Emissary and chose not to 
block the other, allowing himself to drop to 4 life. Buehler then played Lake of 
the Dead, sacrificed a swamp, and hit Mills with a four-point Drain Life. Mills 
had no counterspell and lost the game. Both players were shocked at the sudden 
conclusion of the match: Mills, because Buehler was able to cast the large Drain 
Life, and Buehler because Mills had no counterspell ready. If Mills had blocked 
the second Knight or used the Lightning Bolt to destroy it, the outcome would 
have been different. 


Randy Buehler’s 
Day On: 

Everyone was surprised when 
Buehler, right, cast Drain Life 
to oust Mills in the finals. 


Barishi Antics 

C anadian National team member 
Eduardo Ito was in a sticky situa¬ 
tion during the 1997 World s team 
competition. Ito was locked in a 
creature standoff and neither player 
could attack effectively. Ito had five 
cards left in his library while his oppo¬ 
nent had six. It looked as though Ito 
would run out of cards first and lose the 
game. Ito, however, did not win a spot 
on his team by giving up easily. 

Ito attacked with a Battering Ram 
and used Heavy Ballista to kill it, send¬ 
ing it to the graveyard. The spectators 
watched in confusion as he repeated 
this move with another creature the 
next turn. It looked as though Ito was 
conceding the game with these wacky 
shenanigans. Then Ito attacked with 


his Barishi, using D’Avenent Archer 
and Heavy Ballista to kill the creature. 
When the Barishi went to the grave¬ 
yard, its special ability triggered, caus¬ 
ing all of Ito s creatures in the graveyard 
to be shuffled into his library. Thanks 
to some creative tactics, Ito turned the 
tables on his opponent, and was no 
longer in danger of running out of 
cards first. 

Remember, every 
play counts. 
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by Melody Alder 

\ '.iLi 

Just when you thought you’d 
mastered all the old Magic 
rules—you know, phasing, 
flanking, and cumulative 
upkeep—you find that 




Tempest has new card and Getting the Most Out of Tempest* New Game Mechanics 

creature abilities.You may 



not have thought about what 
shadow, buyback, Slivers, and 
Licids can do in combination 
with other cards and effects, 
but that’s what I’m here for* 
This issue, we’ll look at how 
each new game mechanic 
works, clarify the rules, and 
explore some strate- 
gies to help you get 
the most out 
of your Tempest 
cards. 


THE SHADOW DIMENSION 

A creature with shadow, according to the 
text on the card, “can block or be blocked 
by only creatures with shadow.” That 
sounds pretty simple—kind of like flying, 
right? Rut unlike creatures with flying, 
creatures with shadow can’t block an 
attacking creature unless that attacker has 
shadow too. 

Think of creatures with shadow as 
dwelling in a separate dimension where 
only creatures with shadow are permitted, 
and they can’t ever leave. So if you have a 
Dauthi Horror (a 2/1 creature with 
shadow) and I attack with a 
Trained Armodon (a 


3/3 creature with no special ability), you 
can’t block the Armodon because the 
Horror can’t come out of its shadow 
dimension to block. Likewise, if you 
attack with the Horror, my Trained 
Armodon can’t block because the Arm¬ 
odon can’t enter the shadow dimension. 

Remember that all blocking conditions 


must be met before a creature is blocked. 
Normally, a Wall of Diffusion could block a 
Dauthi Horror because the Wall can 
block creatures with shadow—but what 
happens if you somehow give your Horror 
flying? Even though the Wall can block a 
creature with shadow, it can’t soar upwards 
to block a flyer. The same is true in 
reverse. A Canopy Spider can block flyers, 
but it can’t block shadow fivers because it 
can’t enter the shadow dimension. 

Obviously, creatures with shadow are a 
powerful offensive threat. If your oppo¬ 
nent has no such creatures, your shadow 
force will be virtually unblockable. On the 
flip side, creatures with shadow don’t pro¬ 
vide any real defense, as they can only 
block other creatures with shadow and 
are pretty' fragile (most have a toughness 
of 1). Thus, you want to hit hard and fast. 

I’D LIKE TO BUY BACK A SPELL, PAT 

If a card has buyback, you can pay extra 
mana when you’re casting it to return it to 
your hand. For example. Capsize returns a 
target permanent to its owner’s hand 
and has a buyback of 3. If you want 
to put Capsize back in your hand 
after the spell resolves, just pay 
three more mana of any color, along 
with the casting cost of 14 4 when 
you cast the spell. 

However, when you pay for a buyback, 
the casting cost is still the actual cost 
printed on the card. This makes a differ¬ 
ence if your opponent wants to Spell Blast 
your buyback card. Even if you pay the 
extra mana to buy back Capsize, your 
opponent can Spell Blast it by paying 4 
plus 3 (the total casting cost of Capsize in 
generic mana). She would not have to pay 
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the buyback cost as well. Also, buyback 
spells only return to your hand after they 
have resolved, and a countered spell never 
resolves. So, when your opponent Spell 
Blasts your Capsize, it goes to the grave¬ 
yard like any other countered spell, even 
though you paid the buyback cost. 

In addition, if the target of your buy¬ 
back spell is gone bv the time it resolves, 
the spell fizzles (and thus 
doesn’t resolve), so 
don’t 
put it 
back in 




your hand. Lets say you cast Capsize to 
return your opponents Armored Pegasus 
to his hand, paying for the casting cost as 
well the buyback. In response, your oppo¬ 
nent casts Dark Banishing (an instant that 
destroys a non-black creature) on his own 
Pegasus. The Dark Banishing will occur 
before your Capsize, and the Pegasus will 
be destroyed. Next, your Capsize tries to 
go off, only to discover its target is gone. 
Because there is no valid target, the Cap¬ 
size fizzles, and you cant put it back into 
your hand because the spell never 
resolved. So even though your opponent 
destroyed his own creature, he prevented 
you from getting back your Capsize—an 
interesting strategy that may well have 
been worth the price. 

HI-YO, SLIVER 


(1/1, all Slivers gain flying) enters play, 
your Muscle Sliver is suddenly a 2/2 crea¬ 
ture that flies, and so is your Winged 
Sliver. Remember, though, that Slivers 
only share their natural abilities. If you 
enchant your Muscle Sliver with Regen¬ 
eration, for example, other Slivers don’t 
automatically gain regeneration. 

Second, the bonuses gained from a 
Sliver in play are lost immediately when 
that Sliver leaves play. In our example 
above, if I attack with both the Muscle 
Sliver and the Winged Sliver, you’ll be 
facing a total of 4 damage if you have no 

Bonuses gained from a Sliver in 
play are lost immediately when 
that Sliver leaves play. 


flyers of your own. But if you Incinerate 
the Winged Sliver before you declare 
blockers, it will go to the graveyard, taking 
its natural flying ability with it. The Mus¬ 
cle Sliver will then drop to the ground so 
you can block it with your ground troops. 

HERE A UCID, THERE A LICID... 

Licids are creatures you can turn into 
creature enchantments by tapping and 
paying a certain amount of mana. For 
example, Nurturing Licid is a 1/1 green 
creature. If you pay ♦ and tap the Nurtur¬ 
ing Licid, it ceases to be a creature and 
becomes a creature enchantment that 
regenerates another creature for f. When 
you activate a Licids special ability, you 
must move it onto the creature it 
enchants. You can then change the Licid 
back to a creature at any time by paying a 


onto another creature. And, since you tap 
it as part of the cost, the Licid becomes a 
tapped creature enchantment, even if the 
creature it jumps onto is untapped. This 
does not “shut off” its abilities (tapped 
enchantments still function normally, 
unlike tapped artifacts). The enchantment 
will then untap during its controllers next 
untap phase. So even if you put your Licid 
on your opponent’s creature, it will not 
untap until your next untap phase. Also, 
you don’t have to tap a Licid to change it 
back into a creature, so you can hop it off 
any time you can play instants (assuming 
you have the mana available). 

All this leads to some interesting 
strategies. As long as you can pay 
the mana, licids are nearly inde¬ 
structible. Say your opponent tries 
to destroy your Licid with a Dark 
Banishing. In response, you turn the 
Licid into an enchantment and the 
Dark Banishing fizzles. If your opponent 
then tries to Disenchant your Licid or 
Incinerate the creature it’s enchanting, 
you can save your Licid by changing it 
back into a creature. 

Now 7 , let’s say you block two attackers 
with a Nurturing Licid and a Skyshroud 
Elf. Before damage is dealt, turn the 
Licid into a creature enchantment and 
hop it onto the Elf. The creature the 
Licid was blocking is still blocked, but the 
Licid suffers no damage since you 
removed it from the combat. Plus, you 
can now regenerate the Elf. If your Licid 
is already enchanting the Elf (and 
untapped), you can even respond to the 
attack by hopping the Licid off the Elf, 
declaring it as a blocker, and then hop¬ 
ping it back onto the Elf. 


Slivers are new creatures that accumulate 
the natural abilities of other Slivers, much 
like Plague Rats accumulate power from 
all other Plague Rats. The text on the 
Sliver cards is pretty 7 self-explanatory, but 
there are differences to keep in mind. 

First, Slivers affect themselves (as 
opposed to Plague Rats, which always 
depend on other rats for more power). For 
example. Muscle Sliver is a 1/1 creature 
that gives a +1/+1 bonus to all Slivers in 
play (including itself and your opponent s 
Slivers). Thus, the first Muscle Sliver 
becomes a 2/2 creature, even with no 
other Slivers around. If a Winged Sliver 


second cost indicated on the card—in 
Nurturing Licids case, the cost is ♦. 

Keep in mind that a Licid is never a 
creature and a creature enchantment at 
the same time; it is always one or the 
other. So, while the Licid is an enchant¬ 
ment, your opponent can’t deal damage to 
it or otherwise destroy it like she would a 
creature. And as long as it’s a creature, the 
Licid cannot be touched by cards that 
affect enchantments. 

Now, there are some tricky rules at 
work here, so let’s take a look at what hap¬ 
pens when a Licid changes form. When a 
Licid becomes an enchantment, it jumps 


FROM BEGINNER TO PRO 

If you feel a little clumsy playing with 
these new Tempest abilities at first, don’t 
be discouraged. Just remember, the best 
way to learn—and have fun too—is to get 
out those Tempest cards and play. 1 usually 
recommend playing nonstop for three 
days (bathroom and food breaks are 
allowed), but I suppose it’s understandable 
if you have a life outside of Magic.... Just 
don’t let your opponent know that. 4 

Melody is so dedicated to keeping our neve 
players on top of the rules, she sometimes actu¬ 
ally plays Magic in the bathroom. 
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DECK DECONSTRUCTION 


by Beth “BethMo” Moursund 


A multicolor mono¬ 
deck starts with a core 
of one color, and 


Rainbow Heaven 
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appropriate basic 
lands, then adds lands 
which can produce any 
color of mana and 
“cream of the crop” 
spells from each of the 
other colors.These 
spells follow two rules: 
they provide some 
ability that’s not avail¬ 
able in the core color, 
and they require only 
one colored mana* 


F or years, it was a Magic truism that four- 
and five-color decks were too random for 
tournament play. Serious tournament decks 
were monocolor or two-color, with an occa¬ 
sional splash of a third shade. Now, a new 
breed of decks challenges that wisdom. These 
“multicolored monodecks” include Five-Color 
Green (G5C), which won many U.S. Rcgionals 
this year, and the Four-Color Black and Five- 
Color Black, both which did well at the ’97 U.S. 
Nationals and Magic World Championships. 

FIVE-COLOR GREEN 

This deck begins with the same cards as 
fast green creature horde. The mana curve 
drops off steeply: roughly half the crea¬ 
tures cost only one mana, and half to two- 
thirds of the rest cost two. Four Birds of 
Paradise and four Quirion Rangers are a key 
part of this contingent; the Birds help provide 
the multicolored mana needed for off-color 
spells, and both Birds and Rangers help the deck 
cast big spells quickly and thrive when Armageddon 
or Winter Orb comes along. 

Other creatures all have a high value-to-cost 
ratio, just like a Sligh deck. Granger Guildmage 
is popular in the one-mana slot, since you’ll have 
the red mana to use its “Tim” ability: For two 
mana, River Boa is one of the best crea¬ 
tures in existence, and Whirling Dervish 
is another good choice, especially if 
black is popular. You only need a 
few three- or four-mana crea¬ 
tures; Lhurgoyf or Maro are 
the usual four-mana 
choices. Maro might 
seem out of place 
in a horde deck, 


(To the tune of 
Monster Mash:J 

“Working in 
the mine late 
one night, his eyes 
beheld an eerie site.” 

Illustrator Daren Bader has a 
stra?igefondness for sparkly things . 
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but Five-Color Green doesn’t quite play like a 
horde; if it gets a Maro, this deck works much like 
Marogeddon. Also, Quirion Rangers help 
strengthen Maro by returning forests to vour 
hand. Lhurgoyf becomes strong once the weenie 
creatures hit the graveyard. 

The rest of the deck consists of good stuff from 
every color. Green has essentially no creature 
removal and no counterspells, but other colors 
can fill those gaps. Red’s Incinerate, blacks Ter¬ 
ror, and blue s Arcane Denial are cheap, provide 
a capability not available in green, and 
require only one colored mana. From 
white comes the mass land destruction of 
Armageddon, and also Disenchant, 
which is more efficient than using 
Crumble and Tranquility: Finally, there 
are the artifacts. Winter Orb is the key 
here. The Orb slows down opponents, but 
with Birds, Undiscovered Paradise, and 
Rangers, you’ll hardly notice the Orb yourself. 

For multicolored mana, pick from City of 
Brass, Gemstone Mine, and Undiscovered Par¬ 
adise. The rest of the lands should be Forests so 
the Quirion Rangers can do their thing. The 
Birds and Rangers and the heavy weighting 
towards one- and two-mana spells allows most 
G5C decks to use only sixteen lands. 

FOUR- AND FIVE-COLOR BLACK 

To build a multicolor black deck, start with a 
stripped-down black weenie deck. Black doesn’t 
have many decent one-mana creatures, so many 
players use Shadow Guildmage, but that’s about it. 
However, Black Knights and Knights of Strom- 
gald are some of the best weenies around and are 
automatic choices at two mana. Other strong 
choices include Erg Raiders and Fallen Askari. 

Usually the only digression from the pure wee¬ 
nie creature strategy' is Nekrataal. This is such a 
strong card against any creature deck that adding 
four of them is nearly automatic in any black 
deck. Some players also include a Crypt Rat or 
two for a “reset button,” or some Necratogs for 
late-game punch. 

Many black weenie decks include Bad Moon or 
Winter Orb. Both of these work well in multi¬ 
color black, too. Many also include a few creature- 



















destruction spells, especially Contagion. 

Once you’ve selected the black core, it’s 
time for off-color spells. As with G5C, 
choose spells that provide abilities not 
found in black, and require only one col¬ 
ored mana. Disenchant and Incinerate are 
almost universal. Some decks add addi¬ 
tional firepower in the form of X spells or 
Earthquakes. Arcane Denial is an obvious 
choice, but few multicolor Black decks 
use it, sticking Hvdroblast and Pyroblast 
in the sideboard instead. The favorite 
choice from blue is Man-o’-War. Like 
Nekrataal, it merges a powerful ability 
and a decent creature into a single card. 

Many decks stop at four colors. Some 
complete the Nekrataal/Man-o’-War fam¬ 
ily by adding greens Uktabi Orangutan 
that does for artifacts what Nekrataal 
does for creatures. 

Jakub Slemr’s World Championship 
deck had one additional feature not nor¬ 
mally seen in Five-Color Black—four 
Choking Sands. This is mostly a meta¬ 
game choice. In the environment at that 
time, Thawing Glaciers and blue-white 
decks with Kjeldoran Outpost were every¬ 
where, so Choking Sands worked well. 

Five-Col or Black decks don’t have 
Birds or Rangers and have few or no one- 
cost spells, so they need more mana than 
G5C. Most use twenty to twenty-two 
lands. However, they don’t need to focus 
so much on basic land. Most replace their 
swamps with Sulfurous Springs and 
Underground Rivers, in addition to using 
City of Brass, Gemstone Mine, and/or 
Undiscovered Paradise. Be careful not to 
include too many painlands, though, or 
you’ll sting yourself to death. Use swamps 
for about half your land. 

PLAYING THE DECKS 

Though the Five-Color Green deck is 
built like a creature horde deck, it often 
doesn’t play like one. Instead of swarm¬ 
ing your opponent with everything you 
can, play only one or two creatures at a 
time, not counting Birds. Your opponent 
must choose between “wasting” a mass 
destruction spell and taking a little bit 
more damage. In addition, most oppo¬ 
nents won’t use single-target spells on 
one-cost creatures, preferring to save 


Played by Cathy Nicoloff, this deck won the 
Florida Regionais. It was widely circulated 
and discussed on the Internet, and has be¬ 
come the archetype for this deck style. 

3 Haro 

4 Quirion Ranger 


NICOLOFF’S DECK (60) 
4 Arcane Denial 

1 Armageddon 

2 Armor of Thoms 
4 Birds of Paradise 

3 City of Brass 
2 Disenchant 
9 Forest 

4 Granger Guildmage 
4 Incinerate 

2 JolraePs Centaur 
I Karoo Meerkat 



4 River Boa 

2 Terror 

4 Undiscovered 
Paradise 

4 Whirling Dervish 

3 Winter Orb 
SIDEBOARD (15) 

1 Disenchant 

2 Gloom 

4 Hydroblast 
4 Pyroblast 
2 Simoon 

2 Terror 


them for something more dangerous. 
Thus Guildmage or Ranger can do a sur¬ 
prising amount of damage. 

When Five-Color Green was new, many 
opponents wouldn't “waste” anti-creature 
spells on the Birds of Paradise, either. Now 
that the deck is well-known, however, 
Birds have become a prime target. 

As much as possible, use your Inciner¬ 
ates and Terrors to kill creatures and save 
your counterspells to protect Maro or 
Lhurgoyf or to stop nasty sorcery spells. 
Using Birds or Rangers, you can cast a 
Maro on turn three before your opponent 
has much to stop it. Then wait until your 
opponent is nearly tapped out and cast 
Winter Orb. 

Five-Color Black plays much the same 
as a black weenie deck. Depending on 
your draw and the deck you’re facing, nib¬ 
ble away with one or two creatures, or cast 
them as fast as you can and swarm. Be 
careful not to over-commit against oppo¬ 
nents who might have mass destruction 
spells, though. 

Cast your Man-o’-Wars and Nekrataals 
before attacking to remove potential blockers, 
leaving a hole through which your crea¬ 
tures can run. Your red spells should be 
used primarily as creature removal, but 
occasionally you’ll be able to finish off your 
opponent with direct damage. 


This is the Five-Color Black deck which Jakub 
Slemr of The Czech Republic used to win the 
1997 World Championship. 

SLEMRS DECK (61) 

4 Black Knight 
4 Choking Sands 

3 City of Brass 

4 Contagion 

2 Earthquake 
4 Fallen Askari 

3 Gemstone Mine 

4 Incinerate 
4 Knight of 

Stromgald 
4 Man-o’-War 

1 Necratog 
4 Nekrataal 

2 Shadow Guildmage 
2 Sulfurous Springs 
10 Swamp 

2 Uktabi Orangutan 

LOOKING 
AHEAD 

The G5C deck 
drew much of its strength from surprise 
value. G5C did continue to win tourna¬ 
ments, but the competition became much 
tougher. 

Five-Color Green was strongest when 
slow control-type decks were popular. As 
the pendulum began to swing back 
toward faster decks, Four- and Five- 
Color Black decks took its place. These 
decks do better against the red celerity/ 
burn and black weenie decks which are 
becoming more prevalent. 

As this column is being written, Tem¬ 
pest is just being released, and it promises 
to shake up the whole environment. Tempest 
provides two more sets of two-mana 
lands and the new multimana land 
Reflecting Pcx)l, both of which will be 
useful in five-color decks. With Tempest 
coming in, the Ice Age cycle moves out, 
which will kill or cripple many current 
deck types for the Standard environment. 
Five-Color Green only loses Arcane 
Denial, and Five-Color Black only loses 
Contagion, so both decks should still 
thrive in the new world. ♦ 

When it comes to analyzing all the colors of 
the Magic rainbow , Bethmo is the master. 


1 Underground River 
3 Undiscovered 

Paradise 

SIDEBOARD (15) 

2 Disenchant 
2 Dystopia 

2 Ebony Charm 

1 Exile 

2 Forsaken Wastes 

1 Honorable Passage 

2 Hydroblast 

3 Pyroblast 
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enUgIttened tutor 



by Robert Hahn j 




The Extended format for 
Constructed tournament 
play is new as I write this 
article, though by the time 
these words are printed, it 


To Control or Not to Control 

What Works in the New Extended Format? 



W [ hat sets the Extended format apart 
from Classic (Type I) and Standard 
(Type IT) formats is the limited-yet- 
expanded pool of cards, the absence of 
many of the seriously broken power 
cards, and the greater flexibility in color 
options. As a result, proactive control strate¬ 
gies appear to have an edge over traditional 
aggression strategies or reactive control 
strategies.This article explores proactive control: 
what it is, how it differs from reactive control 
and aggression strategies, and why I think 
proactive control will dominate the Extended 
format. 

THE THEORY OF PROACTIVE CONTROL 

Control has been, remains, and will most 
always be a hallmark of good competi- 
decks. All great Magic players 
that it is simply not enough to 
play ones own game; one must also prevent 
the opponent from playing his or her game. 
Unfortunately, many players suffer the 
misconception that “control” means a 
specific type of strategy involving 
countermagic, mass removal, 
defensive play, and survival- 
until-lockdown, typifled 
by the creatureless Mill¬ 
stone deck. In reality, 
control is about 
dictating the 
terms of 


the battle. If you can force your opponent to 
fight on your terms, then you will most likely 
win. If you can bring the battle to your field, 
then the advantage is yours. These ancient 
principles of military strategy from Sun Tzu’s 
Art of War apply to Magic duels as well. 

Defensive survival decks work because they 
force your opponent to play on your field of 
battle under your terms. Since survival decks 
are creatureless, all of an opponents creature- 
removal cards are useless. These decks use 
mass removal (such as Wrath of God and 
Nevinyrrals Disk) to control the board, fea¬ 
ture extremely efficient permanent removal 
(Swords to Plowshares, Disenchant, and Pil¬ 
lage), use countermagie to dictate whether 
something will or will not happen, and often 
include significant life gain to render speed 
strategies useless. 

However, the classic Necro deck is also a 
control deck that forces your opponent to play 
on your turf, if not under your terms. 
Although the original Necro deck only exists 
in the Classic environment now, most com¬ 
petitive Magic players are familiar with its 
operation and it serves as a useful illustration. 

I lymns, Specters, “pump” Knights, Strip 
Mines, Nevinyrrals Disks, Mishra’s Factories, 
and Drain Lifes combine to control the envi¬ 
ronment, forcing opponents to react to the 
Necro strategy or hope for miracles (“Where’s 
my Balance? Where’s my Zuran Orb?”) as 
they find their card and mana supplies bru¬ 
tally disrupted while they’re stuck staring 
down a pump Knight, a 
Specter, and a Factory. 

The difference between a 
Necro deck and a Mill¬ 
stone deck is that the for¬ 
mer is a proactive control 
deck while the latter is a 
reactive control deck 
A Necro deck does not 
usually wait to cast 
Hymn to Tourach; it 


will be old news. Pro 
will 

come and gone, and we 
know what worked 
what did not, which 


and 

abandonee 
nature of the 
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casts it as soon as it is able. In contrast, a 
Millstone deck does not (and in fact can¬ 
not) cast a Counterspell as soon as it is 
able; it has no choice but to react to the 
opponent casting a spell. In addition, a 
proactive control deck usually does not 
(and cannot) operate at the level of strate¬ 
gic manipulation, which requires counter¬ 
magic (the ability to say “No”) and mass 
removal. Rather, it operates at the tactical 
level, trying to gain advantage by forcing 
the opponents hand one way or another, 
and by overloading threat channels until 
the opponents game plan collapses under 
the weight of a diversified attack. 

A proactive control deck differs from a 
straightforward aggression strategy in two 
ways. First, its main focus is to take con¬ 
trol of the tactical situation rather than to 
kill the opponent. A proactive control 
deck does not have to win by turn six—it 
can win by turn twenty-six. Every card 
does not have to do damage or further the 
victory condition in some way, but every 
card must be useful in dictating the flow of 
battle through disruption, diversification, 
or defensive positioning. Second, a proac¬ 
tive control deck is rarely as focused its an 
aggression deck. To succeed, an aggression 
strategy must overload a single threat 
channel with so much force the opponent 
is simply overwhelmed. In contrast, the 
proactive control deck usually can’t over¬ 
load any single threat channel. Instead, it 
will attempt to find weaknesses in the 
opponents defenses by constantly attack¬ 
ing along multiple channels. Thus, if the 
opponent can deal with one threat chan¬ 
nel, he or she may still succumb to the sec¬ 
ond threat, or the third threat, or possibly 
even the fourth. 

WHY PROACTIVE CONTROL! 

Proactive control decks appear to be espe¬ 
cially suited to the Extended format. Tra¬ 
ditional control is simply too strong in 
Classic, where restricted power cards are 
the norm rather than the exception. The 
Standard environment, limited in card 
selection and color flexibility, simply does 
not allow for adequate threat channels. 

Proactive control does not fare particu- 
larlv well against a focused defensive deck 
with the entire array of power cards at its 
disposal. AH the tactical manipulation in 
the world is ineffective against repeated 


Ancestral Recalls, Timetwisters, Balances, 
and Zuran Orbs. The Abyss and Moat 
shut down creature-based threats, Mirror 
Universe responds to any emergency situ¬ 
ation, and the host of counterspell variants 
can stop any strategic threat. In Standard, 
proactive control falls to one of the most 
basic limitations in Magic: the “character” 
of each color. Every color in the game has 
JVldLtf its strengths and weaknesses. 


Thus, it is difficult to mount a truly effec¬ 
tive multi-channel attack using only one or 
two colors. 

In the Extended format, however, the 
return of true dual lands from Revised 
eliminates color flexibility 7 as a problem. It 
is possible to play with Hymn to Tourach, 
Jolraels Centaur, Disenchant, Fireball, 
and Counterspell in the same deck. Such 
color flexibility’ allows precisely the sort of 
multichannel threat strategy proactive 
control requires. 

In addition, I believe there arc too many 
bona fide threats in Extended for a purely 
reactive control deck to be consistently 
successful. One reason is the lack of truly 
efficient life gain. Another important rea¬ 
son is the number of cards in the environ¬ 
ment that cannot be dealt with easily: 
Jolraels Centaur, City of Solitude, Hymn 
to Tourach, Abeyance, Armageddon, 
Mishra’s Factory, and far more burn spells 
than countermagic. 'Hie fact that any and 
all of these cards could appear in a deck 
with fast offensive threats should give 
most reactive, permission-based control 
decks pause. 

ANATOMY OF A PROACTIVE 
CONTROL DECK 

What might a gcxxl proactive control deck 
look like in the Extended environment? I 
think it would present four or five threat 
channels: one offensive, one disruptive, 
and two to three mixed. Each offensive 
card must be hard to defend against and 
speedy enough to force a change in an 
opponents tactical thinking. Jolraels Cen¬ 


taur comes to mind as the top choice. Each 
disruptive card must be fast, proactive, and 
thoroughly disruptive to an opponent’s 
tactical game plan. Hymn to Tourach and 
Winter Orb work well here. The mixed 
channels can be a blend of creature, arti¬ 
fact, enchantment, and land removal. 

At least one threat channel should be 
devoted to strategic game-breakers such as 
Armageddon or Necropotence. A defen¬ 


sive threat channel, such as life gain or 
damage prevention, should be as efficient 
and flexible as possible, taking advantage 
of the greater color selection. For example, 
a bum deck can easily play with CoP: Red in 
the sideboard to help against other red 
decks. In addition, I believe a good 
Extended proactive control deck will have 
no more than eight victory conditions, 
devoting the rest of its card slots to the 
critical task of establishing control during 
the early/middle game and possibly 
putting a strategic hammer down during 
the middle/late game to seal those early 
advantages. 

While I write this, it is impossible to 
tell whether any of these ideas will be 
borne out on the field of battle. However, 
given the recent trend in the card sets, it is 
difficult to resist the temptation to make 
risk\ T predictions, so here I go. I believe the 
general trend within Constructed play*— 
whether Classic, Standard, or Extended— 
will be towards the greater flexibility of 
the proactive control decks at the expense 
of the pure aggression decks and the pure 
reactive decks. There will probably be too 
many real threats, too many must-counter 
spells, and paradoxically, too many top- 
notch defensive spells over the next couple 
of expansions for either of the extremes of 
Magic strategy to be truly effective. It 
remains to be seen. However, I remind 
myself that I do not teach; I simply reveal. $ 

Robert Hahn is a tournament-level Magic 
player and a quantum-level thinker of Deep 
Thoughts. 



TIk general trend within Constructed 
play will be towards the greater 
flexibility of the proactive control decks. 
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jHe drafting jabLe 



All the 
Right Took 


As long as 
there are 
new players 
continuously 
striving for the grail 
of excellence in 
Magic deck con¬ 
struction—the 
unbeatable deck, the 
ultimate, killer com¬ 
bination—the game 
will thrive.This 
monthly effort will 
explore both specific 
tricks and tips as well 
as general skills and 
principles of deck con¬ 
struction in order to 

you develop a more 
fined deck-building 

nAvrnn^fiuo Crt U/h'Sf >51*0 
jruu waning ivr* i i-v,*. j get 

started! 


elcome to “The Drafting Table,* a 
brand-new Duelist column dedi¬ 
cated to the one fascinating element 
of Magic that will keep the game 
fresh and intriguing for years to 
come: the ever-changing challenge of deck construction. 

\ What’s all that racket, you ask? Come in. Come in dear reader, and 
don’t mind all the clutter and noise. We were just about to begin to 
build something wondrous. Of course, you must know we won’t be 
building birdhouses; were going to build Magic decks. But remem¬ 
ber, there are plenty of similarities between deck construction and car¬ 
pentry. Just as sculpting and constructing objects of wood or stone requires 
blueprints, organization, and the appropriate t<x>ls, it is necessary to employ 
planning, a testing method, and all sorts of tools in the complex art of deck 
construction. 

Before we get started, however, we must equip ourselves. Just as you 
wouldn’t try to carve a statue or build a shed in your backyard without 
the proper equipment, you shouldn’t try to build a deck without the 
right tools. As you might expect, a Magic players complete toolbox 
looks a little different than a plumber’s belt or an electrician’s box. A Magic 
player actually has two sets of tools: a physical set and a mental set. The 
physical set is easy enough to acquire; it’s the mental one that requires a little 
more doing! But don’t worry. Over the first two installments of “The 
Drafting Table,” we’ll outline a shopping list of both collections so you 
can complete your own personal toolbox. This month, we’ll concentrate 
on assembling the physical t<x>ls. 

THE PHYSICAL TOOLS 

The t(x>lbox every serious deck builder should possess consists of an armory of 
amazing magical items. They may look like everyday objects, easily accessi¬ 
ble to anyone, but in the right hands these tools can allow determined play¬ 
ers to release untold creative energies. Your physical t(X)lbox should include 
the following: 

/ Many pencils or pens and reams of scrap paper: Before you end up 

with that perfectly honed, sixty-card weapon of mass devastation, you’ll go 
through more than a few rough drafts, and probably wander down dozens of 
wrong turns and dark alleys. The best place to explore your ideas is on paper, 
and the more you practice, the better you’ll be. And there is no more convenient 
place to practice and refine deck building over and over again than on paper. 
A rough copy of a deck list can be edited as extensively as you desire with 
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just a few pen strokes. 

This part of your toolbox is also 
portable, so if you’ve got a notepad and a 
pen with you, you can jot down deck ideas 
anywhere—on the bus, during algebra 
class, even in the middle of a cashier line 
at the supermarket. Just remember to 
move with the rest of the line. 

A list of all the legal cards in the 
format: Axiom number 



absent. With a permanent marker and a 
fistful of five-cent Phantasmal Terrains or 
underemployed Forests, you can have all 
of the Abeyances and Thawing Glaciers 
you need. By using proxies, you spend a 
lot less time rummaging through your 
collection looking for cards and you can 
get a 30,000 percent discount! It also 
makes good sense as a consumer to check 
whether a $15 card is really necessary for 


Ifs a good idea to compile a small library of 
interesting or noteworthy decks, ideas, and 
strategy advice for future reference. 


one for players without an unlimited 
amount of money to spend on cards: just 
because you don’t own every one of the 
1,600-plus cards that are legal in the 
Standard format doesn’t mean you can 
excuse vourself from meticulously consid¬ 
ering every one of those cards for use in 
your deck(s). In order to build a serious 
deck, you must know every 7 possible card 
that you or your opponent can use. There 
are player’s guides and card lists, complete 
with exact card text, readily available from a 
number of sources. Study them closely. 

y A thick permanent marker and a 
considerable stack of basic lands and 
other excess cards: Unless you just had 
your entire collection stolen, chances are 
you have more than a few cards that 
haven’t seen the light of day since Arabian 
Nights was still in print. I’m talking about 
the cards of which you have dozens of 
extra copies, will never use in a con¬ 
structed deck, and will never sell—such as 
islands (#97 through #285), or your entire 
regiment of Gray Ogres. These cards, 
however, do have another chance at active 
service. Axiom number two for players 
without an unlimited amount of money to 
spend on cards: just because you don’t 
own four of each of the 1,600-plus cards 
that are legal in the Standard format 
doesn’t mean you shouldn’t practice with 
any legal card you want. 

In short, the solution is to use proxies: 
stand-in representatives of things that are 


your deck before you 
buy it. Note: if you use 
proxies, make sure you 
also have an accurate 
card list with full text 
descriptions to keep pointless 
disagreements from breaking out. 

V An updated rulebook and a list of 
the most current errata and rulings: 
Although these items may be a little more 
difficult to obtain, they are worthwhile to 
have. Yes, although a bunch of rules and 
rules changes are a rather dry read, its a 
good idea to give them at least a perfunc¬ 
tory skim, as tiny rules loopholes often 
make or break many of Magics most 
powerful combinations. If you are not sure 
whether a particular play or combination 
is legal, especially if it is crucial to your 
deck, don’t assume or giess—go find out. 
In a tournament, the only feeling worse 
than being surprised by a combination 
you thought would not work is to find out 
mid-game that your invincible deck has 
been rendered worthless by an obscure 
rules change. 

y Your old deck lists: Save the notes 
and decks you make. You never know 
whether an old deck design that seemed 
worthless in the past could suddenly 
become potent with the addition or ban¬ 
ning of specific cards unless you hang onto 
your old deck lists. Old decks, especially 
those that worked well, can also be useful 
for laying the foundation for entirely dif¬ 



ferent decks. At the very least, old deck 
lists should be good for a laugh on a very 
rainy day; recognizing and improving on 
your past mistakes is an integral part of 
learning. 

Other people’s deck lists, and back 
issues of The Duelist and The Duelist 
Sideboard: Like any art, deck construc¬ 
tion can be greatly improved and acceler¬ 
ated with a little research before and 
during the deck construction 
process. Often the easiest way 
to research is to let others do it 
for you. Working from previ¬ 
ous examples of functional 
deck concepts and mana ratios 
can save you a lot of time and 
fruitless guessing. Good strat¬ 
egy advice might be just the 
fountainhead of inspiration 
you need to develop 
a new concept or to 
figure out those elu¬ 
sive last five cards of a 
nearly complete deck. 

Decks can be acquired from a 
wide variety of sources: Internet tourna¬ 
ment reports, chat rooms, and mailing 
lists, as well as conventional magazines, 
books, and strategy guides. G(xxl advice is 
tougher to find. Generally you will find 
most of the better strategy tips in books or 
magazines such as the one you’re holding. 
People tend to shoot off uninformed 
opinions far less often in hard print than 
via electronic mediums. In general, it’s a 
good idea to compile a small library of 
interesting or noteworthy decks, ideas, 
and strategy advice for future reference. 

CONCLUSION 

Once you have all the physical tools gath¬ 
ered, it’s a g(x>d idea to put them together 
in a specific place (box or a shelf) so you 
can easily locate your toolbox when you 
want to start deck building. And although 
assembling such a toolbox will no more 
guarantee that you’ll become a profes¬ 
sional-level Magic player than owning a 
piano will guarantee that you'll become a 
concert pianist, having the t(*>ls to per¬ 
form the job is certainly a step in the right 
direction. & 

Eric Tam , a top-flight Pro Tour player, never 
leaves home without his Magic toolbox. 
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ce Age, Mirage, and Tempest arc three large expansions designed to stand on their own in the 
Magic universe, and three huge beasts that changed the nature of the game. These stand¬ 
alone expansions tested the mettle of Magics designers in their pursuit of the ideal Magic 
environment*. Let s take a look behind the scenes at how these beasts were tamed. 

The three Magic standalone expansions cover a 
lot of ground, according to lead designers Skaff Elias {Ice Age), Bill Rose {Mirage), and Mark 

Rosewater {'Tempest). And each time around, these 
expansions added something new to the greater Magic experience. “The original purpose 


Magic: The Gathering is a Lot Like Life: 


the onLy constant is change, and change 


is what keeps things chaLLenging. Just 




of a standalone has sort of gone by the wayside,” 
Elias conceded. “It was so people who didn't want to collect everything —or people who 

couldn't collect it all — would have a constructed 
environment with a limited number of cards to keep track of.” If players thought of Ice Age 

this way when it was released, that thought was 
quickly overshadowed by the unique play experience the set had to offer. Rose pointed out 

I that players had nothing to compare ir to, and that 
when Mirage came out, players didn't exj>cct the environment to he different. “When you 

mix ail the cards together,” said Rose, “there aa* 
aspects of a standalone that you simply won't play with because they’re weaker than some of 


when you thought you d maste red th e 


basic set. Ice Age introduced cantrips 


and cumuLative upkeep. After your deck 


design caught up to those innovati ons. 


Mirage added fLanking and phasing. And, 


now that you've gotten every ounce out 



of those new wrinkLes, you have to 




the other concepts in Magic. Only the strongest 
cards rise to the top in an open environment. “The standaloncs allow us to create different 

environments—the Ice Age environment was very 
light on flying while Mirage was very heavy on flying. When you choose your decks, you play 
ssa them differently. But when you combine the sets, 
that Ice Age experience of light on flying goes away.” Elias gave particular emphasis to the 

design variants that a standalone environment 
offers. Ice Age, he said, didn’t begin life as a standalone. Instead, it began as what the design team 
thought Magic should have been. However, once the concept of standaloncs came into 
being, “we wanted a very specific environment,” he said, “one low on creatures, light on flying, 
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& it was high 

time to really plumb the depths and take 
a look at the darker side of Magic 



and low on direct dam¬ 
age. We wanted to see 
what would happen 
with these changes." 

This experimental approach continues through Tempest, 
according to Rosewater. Tempest's creatures with shadow add a 
third front of play. “Not only do players have to worry about the 
ground and air* but now they have to worry about the shadows*" he 
said. “And in some ways I think Tempest was designed to create a 
sealed environment in which you don't have as many stalled 
games. Bv adding creatures with shadow, we’ve made breaking 
through in combat more likely...and by adding buyback, we've 
made certain key spells mom available to players." 


the standalone expansion. Some cards arc tweaked or adjusted 
for the new set. “The Mirage counterspell Dissipate is not as 
good as Counterspell," Rose said. "We know that when some 
cards go head-to-head in the unlimited environment the origi¬ 
nal will win out—Dissipate is made more for the scaled players 
and the Mirage players. We also put twists on some of the cards. 
Mirage doesn't have Giant Growth, for example; it has Armor of 
Thoms, which uses the mechanic of that standalone. The 
mechanic blends well with that particular core card." 

This works even better with buyback spells in Tempest, Rose¬ 
water noted. “Instead of making the old, generic, basic effects, 
we made buyback versions of them. It makes them fit the envi¬ 
ronment better and makes them fresh again." 







FOR ALLTHE Cl IANC;ES the designers experiment with while 
preparing a standalone expansion, one truism remains: certain 
cards from the past keep the environment balanced. 

“You need to make sure a standalone plays well all by itself," 
Elias said. "Creating just a single expansion set is so much easier 
because, unless you really screw up, it's hard for it not to play 
okav with the rest of the environment." 

Standalone expansions, however, are a completely different 
story, and all three designers admit that years of trial and error 
have led to better and better sets. 

“legends was supposed to be a standalone at one point,” Elias 
noted, “but it didn’t really benefit from the years that went into 
Ice Age and Mirage. It didn’t really have enough of the basics, like 
creature killing." 

Rosewater couldn’t agree more. “I've played in a sealed Leg¬ 
ends environment," he said, “and you very quickly realize that if 
you have an enchantment in play, unless it’s an enchant world, 
there's no way to get rid of it in that environment! The set doesn’t 
have a lot of those necessary key pieces." 

And just what are those key pieces? Rose said there are a few 
S{K*lls that the designers include in every standalone simply 
because there arc no good alternatives for them. Disenchant is 
one of these cards. Bur any other “repeat" cards from the past are 
determined by the environment and how well those repeated 
cards blend in. 

“We knew that shadow in Tempest was very strong." Rosewa¬ 
ter pointed out, “and we tried to find ways to keep it balanced. 
So when we looked for repeats, we based some of them on that 
part of the environment. We picked Gaseous Form, for example, 
as a card that worked well because you used it to stop a creature 
but then gave your opponent a blocker. In the shadow world, 
though, if your opponent has a creature with shadow and you 
don’t. Gaseous Form can simply eliminate that creature threat." 

Of course, not every card that proves useful in a given envi¬ 
ronment is simply lifted wholesale from the past and placed in 



STANDALONE EXPANSIONS have also served as the testing 
ground for new mechanics. Of course, these sets all provide a 
rulebook (vital for explaining the new mechanics to players), hut 
as Rose indicated, there’s a more important reason to save new 
mechanics for the standaloncs: the size of the set allows design¬ 
ers to fully explore a mechanic through a large number of cards 
using simple versions of each mechanic. After that, it’s possible 
for the designers to extend the mechanic into follow-up sets by 
complicating the way the mechanic works. 

“Once players understand the play implications [of a given 
mechanic], they’ll need to figure out what they’re supposed to 
do with those cards, Rose said. “Then we can start to do some 
wacky stuff without overloading players the first time they sec 
the mechanic.” 

While this plan for introducing and exploring a mechanic 
extends to Tempest as well (buybacks, according to Rosewater, 
will appear in the next two sets). Ice Age's mechanics suffered 
slightly from the initial design plan. 

“There was a follow-up set intended," said Elias, "but that 
never happened for various reasons. And so Homelands came 
next, and by the time Alliances came around, it had been a long 
time since the initial standalone. Alliances was hurr because it had 
to do a lot of things differently than it would have otherwise." 

“We sort of made Alliances blend," Rose agreed. During final 
development, the designers added snow-covered lands and 
cumulative upkeep to retrofit the set with Ice Age, since the two 
sets weren’t as connected as the designers wanted them to be. 
While the basic concepts of Ice Age were carried over into 
Alliances , according to Elias, incorporating these concepts into 
Alliances required a little extra labor. 

"When Mirage and Visions came along," Rose continued, 
“ Visions was always meant to be part of the set—a lot of the 
Visions cards were designed at the same time as Mirage. And two of 
the Weather light designers were two of the main designers on 
Mirage, but we weren’t initial!)' connecting Weatherlight to the 
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other two sets. Once we had the concept of a cycle —much ear¬ 
lier in the process than Alliances but still after the initial design— 
we went back and decided that IVeatberlight was part of the 
Mirage cycle with phasing and Hanking. Since sers now move in 
and our of Standard (Type II) as a complete cycle, it became clear 
that Tempest would be the first set of the newest cycle.” 

Rosew ater noted, too, that the flavor of the sets is equally sig¬ 
nificant in tying the cycles together. “If you look at a card, 
between the name and the art, you have a good sense of which 
set that card comes from.” 

Pete Venters, continuity manager at Wizards of the Coast, 
oversees connecting the flavor of a standalone expansion with its 
follow-up sets. “The first thing that gets asked about a stand¬ 
alone,” he explained, “is, ‘What’s the setting, and what can we 
do different from last time?’ In the case of Mirage it was obvious 
| in retrospect J to try’ a lush tropical environment after the Ice Age 
set. Mirage was also fueled by my desire to increase the amount 
of racial diversity in Magic, which was starting to settle into a 
very Eurocentric medievalism. 

“In the case of Tempest, we felt it was high time to really 
plumb the depths and take a look at the darker side of Magic, 
and with the conceptual designs of Mark Tedin, Anthony 
Waters, and Anson Maddocks, we were well on our yvay.” 

“After Ice Age and Mirage ,” Rosewater added, “wc kept won¬ 
dering how to create something that’s good but different from 
what weVe done in the past. One of my happiest memories is of 
the Tempest cards arriving at Wizards; I thought the setting 
really felt different. The flavor, the art—it all felt new.” 

Venters conceded that achieving this feel is challenging, espe¬ 
cially given the limiting factor of the game itself when it comes 
to designing a world. 

“The game requires that five colors he represented evenly, and 
that can make it very' difficult to come up with new places where 
these colors get equal representation,” he said. “If wc were to do 
a set based on a water world, then logically blue would be the 
dominant color and should occupy probably eighty percent of 
the set. Unfortunately, that can’t happen. In Rath [Tempests setting] 
we have a damned unpleasant world, hut nature still had to he 
there, so that’s why we have the elves and Skvshroud Forest. I’m 
happy with what we’ve come up with. Our solution for the 
standalone in 1998 will be different again.” 


Ol COURSE, the true test of a standalone expansion is what the 
players think of it. Each standalone has been carefully con¬ 
structed to give Magic players the best play exj>erience possible. 

“We try ro make an environment that’s interesting for both 
sealed and constructed play,” Rosewater said. “The sealed envi¬ 


ronment should feel different than it’s ever felt before. And the 
presence or absence of things like Circles ol Protection makes a 
difference in a standalone constructed environment.” 

Flavor text, too, has been carefully developed to enhance the 
environment. “I hope players have liked the flavor text in the last 


few sets,” said Venters. “Since Mirage , a team of creators has 
worked hard to improve the text, making it more entertaining 
[like Orrish Settlers or King Cheetah] or just plain beautiful 
[such as Juju Bubble]. Any given card has had a minimum of 


two and as many as thirty different attempts at flavor text. Not 
easy after more than two thousand cards!” 

'Hie designers agree that even when preparing a standalone 
for the public, they are focused on the big picture and not on the 
intricacies of specific card combos—although Elias said with a 
straight face that Cadaverous Bloom was deliberately designed 
for its multiple-card deck idea. 

“But Cadaverous Bloom is an interesting example,” Rosewa¬ 
ter said. “We knew it was powerful. In playtcst, we weakened it. 
We knew it had a lot of power potential, bur we’d have never 
found a seven-card combo.” 

Elias pointed to Neciopotence. “ Wc expected it to be a power 
card, but it took a long time to reach thar level.” 

Rose agreed: “A lot of times what will happen is that the set 
will come out, and a month later a really good concept will 
appear that we didn’t think of. But then there’ll Ik a concept 
that we thought of and playtested that the players won’t find for 
another month or two. Wc do this by discovering a card, pricing 
it at four tnana, realizing it’s broken at four mana, and then 
weakening it a little so it’s not so obvious. But we still know it’s 
out there.” 

Rosewater noted thar there’s one of these subtly broken cards 
in lempest—but he wouldn’t say which card. Players will just 
have to find out on their own. 



Naturally, each designer has a favorite card from the stand¬ 
alone expansion he designed, and those cards may surprise players. 

“Jokulhaups,” Elias said of fee Age. “Very simple, elegant, fit 
the flavor, and was a good card as well.” 

“For Mirage, Celestial Dawn and Polymorph,” Rose said 
without hesitation. “They’re not great cards but I’ve always liked 
them. They’re fun cards.” 

For Tempest, the new expansion on the block, Rosewaters 
favorites arc Duplicity and Furnace of Rath. “Duplicity was a 
card I came up with three years ago,” Rosewater said, “I really 
wanted to find a way to have two hands. 1 think players will like it.” 
Of Furnace, he said, “Very little text, very simple concept, but 
with great strategic implications.” 


The Future 


So WI1AT DOES the future hold for standalone expansions? As 
Elias mentioned, the concept of the standalone (an expansion 
played all by itself) has changed as much as the expansions 
themselves have changed the game of Magic. Expect each year 
to bring a new large expansion that will introduce unexpected 
game mechanics, drive the backstory, and create an exciting 
world for players to discover and explore. 

The next large expansion, codenamed “Armadillo,” is already 
in design (with, of course, new mechanics), and the environment 
that will tie the set and the cycle together is being planned by 
the creative team. Beyond that, there has already been discus¬ 
sion of the setting of the large expansion scheduled for release in 
the fall of 1999. It’s safe to assume these expansions will once 
again take the Magic world in an entirely new direction. Get 
your whips ready, because these 300 plus card beasts will be 
tough to tame. ♦ 
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HAVE YOU EVER NOTICED that Pro Tour players who emerge as top performers in one tournament format are ofte 
absent from others? The slow, methodical control-deck player you feared in the Ice Age-AIliances-I homelands environ¬ 
ment (the Ice Age block) becomes invisible when play shifts to Mirage- Visions- Weatherlight play (the Mirage block). 

The punk you had no trouble beating in the Ice Age block becomes a dominant player in the Mirage block. This shifty 
reveals that as the environment changes, so must the player. It’s that simple. 


Environ mem 

<T» j • . jr * 11 | r >V 



To dominate in the Ice Age block, you must focus on stop¬ 
ping your opponent as much as concentrating on your own 
game. Strong Mirage-b\ock players, on the other hand, are 
more likely to play to their own strengths, using the Mirage 
blocks excellent creature base to drive their strategy. Defense 
is the key in the Ice Age block, but offense rules the Mirage 
block. The Tempest set, however, demands a whole new type 
of player. This latest expansion requires players to master both 
styles, like Michael Jordan on the hardwood. Tempest players 
must use the set s strong weenie creatures as well as its 
heavy control elements. 

The key to winning in all three environments—Limited 
in particular—is a solid understanding of their parameters. 

In an Ice Age -block deck, creatures with flying and landwalk 
are the most valuable. In a Mirage- block deck, a solid base of 
three-casting-cost and four-casting-cost creatures is key-. The 
‘‘Tor Giant ” strategy made popular by John Yoo at Pro 
Tour-Adanta (Sept. ’96) is very strong, it emphasizes getting 
four man a quickly and playing hard-to-block 3 /3 creatures. 
The Tempest set offers a little of both. Tempest players can 
choose the fast “beatdowrv tactic with the shadow heavy colors 
or use some early defense to set up late-game buyback spells, 
which are heinous once they get going. 









Winning in the Ice Rye Block 

Let s take a closer look at the Ice Age-Alliances sealed deck f< 
mat (one Ice Age starter and two Alliances boosters), which h 
small number of power cards and a large number of me 

. Games in this format tend toward slow' game play 
_. jw key cards that can “break” a stall and lead or 
cto* Ice Age- block Limited players must quickly 
their power cards and construct a deck that best i 
essence, most Ice Age -block games result in hot! 

• stall in which neither \ 
t enough damage to make “mass i 

. Both players then wait patient 
er cards. 

Many cards can break this stall; winning c 
need a couple of them. Some arc ] 
big creature with flying (Sibilant Spirit 
^ind Spirit) or landwalk (Moor biend or 1 
others take all the worthless cards you’ve <* 




into damage or more cards 
(Stormbind, Skull Catapult, and even 
Krovikan Sorcerer)—1 call these “hot dog machines.” 
The best Ice Age- block players understand that although they 
may f all behind in the early game, the duel will eventually stall. 
Then, if they can effectively use their stall-breaking cards, 
they 31 win more games than they lose. Players also benefit 
from playing with cards that can shut down their opponents’ 
clutch cards or help them reach their own. 

A slow, controlling style such as that played by Shawn 
“I Jammer” Regnier, Brian Weissman, and Jason Zila is the key 
to the Ice Age block. Instead of a Mirage-block slugfest, Ice Age- 
block players must wait for their key cards. I won the San Jose 
qualifier for Pro Tour-Adanta by using a Bestial Fury/Crown 
of the Ages combo and the Krovikan Horrors ability to deal a 
large amount of damage to creatures. Neither the combo nor 
the Horror is strong when compared to the raw power of the 
Mirage block, but in the Ice Age block, strong decks often use a 
strange combo to achieve massive card advantage. Tempest 
exhibits the clutch-card approach in spells with buyback, 
which enable a player to break a stall and gain a significant 
advantage. 

Not surprisingly, the Ice Age- block Standard environment 
has many of the same attributes as the Limited 
one. Good decks consist of lots of control cards 
and hard-to-kill creatures, such as Deadly Insect 
and Ivory Gargoyle. Browse decks and permission decks are 
also prevalent. The reason is simple: Ice Age-block, creatures just 
aren’t good enough to work on their own. Key cards must sup¬ 
port the creatures to make them viable. Kjeldoran Outpost and 
Ill awing Glaciers are among the most popular of the stall¬ 
breaking cards. 
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Winning in the Mirage Block 

Winning in the Mirage block is quite different—the pace is 
much faster. Instead of relying on a few power cards, great 
Mirage -block players mount an early attack and beat oppo¬ 
nents down with a solid creature base.This style is employed 
by John Yoo and True Bui, who both play creature-heavy 
decks that put opponents on the defensive. The key in the 
Mirage block is to get creatures on the board first and use 
tricks to clear a path for them. 

When two 3/3 creatures face each 
other in a Mirage-block duel, the player 
with more mana available has a huge 
advantage. Surprise combat spells 
such as Jolt and Lightning 
x Reflexes clear away oppimerits’ 
creatures and leave them open 
• for more damage. Also, 

late-game cards abound 
in the Mirage block, so a 
player at 8 or less life is 
usually vulnerable to 
end-game cards like 
Kaervek’s 
Torch, 
Undo, or 
Ray of 
Command. 

Good Mirage- 
block Limited 
decks usually have a 
large percentage of creatures 
(sixteen to eighteen in a forty 
card deck), with creature- 
removul spells rounding out the 
mix.The key is indirect removal designed 
to aid your creatures. Obvious removal cards 
such as Dark Banishing and Pacifism are 
great, but more subtle cards such as Jolt, Armor 
ofThoms, and Flare also work well to keep 
opponents from stalling the game. Even cards that 
don’t provide immediate card advantage work well: 

Undo, a favorite of mine, often gets creatures through 
to finish off an opponent. The results of an untimely l Jndo 
in the Mirage block are devastating. The same card played in 
the Ice Age bloc k, though, would be fairly harmless because of 
the relative weakness of that environment’s creatures. 

The Mirage block requires a similar creature-based 
approach in Standard play. Creatures are the environment’s 
Staple and red bum is often used to finish off opponents. I he 
limited number of successful combo decks (such as “Prosper¬ 
ous Bloom”) is caused by a lack of awesome support spells. 
Most winning decks consist of small, well-priced creatures 
that offer better bang for the buck than the control spells. 
Also, the lack of counterspells makes control decks less viable. 
Even though the theme of the deck might Ik* different and its 
power much greater in Standard, the patterns in Af/ragr-block 
I,united and Standard decks are very similar. 



Winning in Tempest 

Temptst brings an entirely new flavor to Magic. Rather than 
the rampant Mirage- block creature attack or Ice Age- block 
control gymnastics. Tempest combines many attributes of the 
prior two blocks and adds its own ingenuity. In the Limited 
format, games tend toward three main phases: 

• Early attack using creatures with shadow . Creatures with 
shadow can Ik difficult for opponents to handle. fheir low 
casting cost, high power, and evasion ability make them espe¬ 
cially dangerous to the control player. At first glance it might 
seem that the control player would be overrun by a massive 
shadow attack. I lowevcr, 'Tempest has tools to help control 
players stop the shadow onslaught. Fireslinger and Rootwater 
I lunter, for example, can both kill most creatures with shadow 
with a single tap. Other ways to stop early shadow attacks 
include Searing Touch and Master Decoy, which can slow 
down the shadow bcatdown in order to set up the control 
player’s devastating mid- to late-game cards. 

• Mid-game buildup . In the Mirage block, mana develop¬ 
ment past the fourth or fifth land rarely changes a game. In 
Tempest , however, land development changes players’ options 
radically. Some of the better cards in Tempest require more 
mana to use efficiently, and others create powerful effects at 
higher mana amounts. Buyback spells such as Elvish Fury and 
Disturbed Burial are quite powerful without requiring acres of 
real estate. If a player survives the early game, the mid-game 
buyback spells create a problem for any opponent. 

Another difficulty in the mid-game is dealing with green 
creatures. Green is the only color with many large creatures, so 
with four or five mana, a green player can easily summon a 
host of large creatures that’ll destroy most blockers. T he sheer 
size of 1 IeartwoodTreefolk, Apes of Rath, and Skyshroud 



Troll is difficult for any color to han¬ 
dle. Thus, unlike the Mirage block, the Tem¬ 
pest mid-game won’t feature a lot of creature battles. 

Tempest challenges players to kill creatures without falling 
hack on blocking. 

• IMte-game buyback spells. Once lots of mana is available, 


late-game buyback 
and Whispers of 
late-game c 
ited decks. F; 
them on 
der, which is 


> such as Evincars Justice, Capsize. 

rrcdibly powerful. These 



of control players Lim 

nd, will include 


and part Wrath of 



un- 
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God, is one of the best late-game X spells ever printed for 
Limited play. Not only can Rolling I bunder target opponents 
for the kill, it can also destroy their entire armies. Limited 
players blessed with Rolling Thunder will find a way to work 
enough red into their decks. Although Kaerveks Torch and 
1 .ava Burst arc excellent cards in their blocks, no X sjxll will 
change the game as much as Rolling Thunder. 

As for Tempest Standard, who knows? Standard environ 
merits are often fluid, with card values changing drastically 
depending on the decks. The reappearance of Circles of Pro¬ 
tection and a host of counterspells might make white-blue 
decks very popular. Cheap creatures coupled with great crea¬ 
ture removal also make black an attractive option. Red has 
many good hum spells and has the most versatile removal in 
the game. My preliminary pick for the set s broken card is 
Eladamri s Vineyard, a card that produces more mana than it 
costs and will make green-deck players jump for joy. 

Color and Mona Choicer 

Idle key to success in all three Limited environ¬ 
ments is a keen sense of pace and mana 
development. These two factors create 4 
totally different ki nd of Magic game j 
in each environment. ITie slow 
pace in the Ice Age block 
enables players to use 
four or even five 
colors, because / 

the game will lx^ / 


As for mana choices, astute Ice Age -block Limited players 
match mana for spells almost exactly. Five black spells means 
five swamps in the deck.This one-to-one ratio, which holds 
until more than six cards of a color are included in a deck, also 
encourages splashing a deck with a fourth color. I like to think 
ol splashing colors in the Ice Age block as playing two- or 
three-card combos (two forests and a Hurricane, for example). 

In Mirage-h\oc\i Limited 
plav, however, mana ratios 
are not as obvious. 

Mana balance must 
he geared toward 
developing 
during the 

first four / W**) 




"enough for a 
player to find die 
lands needed to play 
key cards. Splashing col¬ 
ors for power cards in 
Age block is a perfeedy feasibl 
strategy. 

In the Mirage block, the pace is 
that mana development must be flawless in the 
first five turns. Two and three-color decks are the norm. 
Two-color-deck players using slightly fewer medium creatures 
can still win, because they will usually be able to play their 
entire hands in the first five or six turns. Even a three-color 
deck may stall due to mana problems; a four-color deck will 
usually be overrun. 

Tempest, much like the Mirage block, requires players to 
choose two or three colors. A two-color approach in Tempest is 
viable because of the low mana cost of creatures. Black in par¬ 
ticular can mount an aggressive attack with no more than two 
7 three land in play—this is impossible in the Ice Age and 
Mirage blocks. A, 


or five turns. I( a player is using six black 
cards and eight red cards, but the black cards are 
valuable only in the early game and the red cards are 
mid- ro late-game cards, then his or her mana ratios 
must reflect that. If that player doesn't see a swamp early, 
the results can be devastating if he or she is holding a Skulk¬ 
ing Ghost, Sewer Rats, and Fallen Askari! In addition, the 
player wont need two mountains early on for late-game cards 
such as Volcanic Dragon, Fi reblast, and Volcanic Geyser, so a 
slower development in red is acceptable. 

Tempest I .united-deck mana depends greatly on deck style. 
If the deck is fast, fifteen or sixteen land will do. If the deck 
relies on buyback spells and other control cards, seventeen or 
eighteen land will be necessary. 

Putting it All Together 

The important thing to remember is that Tempest will feel 
like no other set. Understanding the flow of each game and 
each colors capabilities gives you a sizable advantage. In Ice 
Age , each color was reigned in by the weak creature base. 
Mirages powerful creatures limited creatureless deck 
options. Tempests duality makes for an interesting environ¬ 
ment in which speed and control can compete on the same 
field of battle. 

When the next Magic expansion set comes out, spend 
time with your friends analyzing the relative merits of each 
card. Broaden the scope of your investigation and examine 
the environment in which you'll lx competing next. It makes 
a big difference. 4 

Brian Hacker is a Pro Tourplayer who is used to changing envi 
ron meats. Read more about Brians colorful background on page 8 
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Invitational 



The 1998 Duelist Invitational 
Is just Around the Corner 






T HE SECOND ANNUAL DUEUST INVITATIONAL, known as the All- 
Star tournament of Magic, is set to take place January 29 through 
February 1 in beautiful Rio de Janeiro. Sixteen of Magic's best 
players will gather to decide worldwide bragging rights. This is the tour¬ 
nament where the best of the best go head to head in multiple play for¬ 
mats, each one testing the skill, strategy, and endurance levels of every 
participant. This year's competition will coincide with Grand Prix-Rio, 
one of the large-scale "Super Qualifiers" featuring cash prizes 
($32,000) and multiple invitations (eight) to the Magic Pro Tour. 

The Duelist Invitational's preliminary rounds will consist of fifteen 
one-on-one matches (best two-out-of-three-duels each) pitting each 
player against every other invitee. The rounds will consist of five different 
formats (three Constructed, two Limited) with each one being played 
out for three matches. The two players with the best overall records will 
then meet in a best three-out-of-five-duels championship match. Last 
year's inaugural event, which took place in Hong Kong, saw Sweden's 
Olle Rade emerge victorious. After posting an 11-4 match record 
throughout the tournament's first two days, R2de met Virginia's Mike 
Long (12-2-1) in the finals and won convincingly, 3-1. 

Like last year, the grand prize for the victor will be to work with 
members of Wizards of the Coast's Magic Research & Development 
team to design his very own Magic card. This includes not only creat¬ 
ing the casting cost and abilities of the card, but also developing the 
name, flavor text, and art description. 

This year's sixteen invitees were selected by their peers, and by a 
panel of qualified judges. All players eligible for consideration had to 
have earned at least four Pro Tour player points during the 1996-97 Pro 
Tour season. All worthy players' names were placed on a ballot which 
appeared in Duelist #19 and which was handed out at the 1997 Magic 
World Championships. Each voter was asked to pick sixteen names. 
Those results were tabulated and the top thirty-two names were 
passed to a special panel, hand-picked by the editors of The Duelist, 
who selected the final sixteen invitees. Interestingly, only five of last 
year's invitees were chosen again: Mark Chalice, Mark Justice, Mike 
Long, Olle RAde, and Brian Weissman. 

The following sixteen players, in alphabetical order, represent this 
year's invitees to the second annual Duelist Invitational. 

*Beat of luch to- ail. 


TERRY BORER(CANADA) 

Age: 19 Resides: North York, Ontario 

Occupation: Student, Engineering, University of Toronto 

Top 1996-97 Place-Finishes: Pro Tour-New York, champion; Pro Four-Atlanta, 

quarterfinal is t; 1997 World Championships, ninth; Pro dour—Dallas, 30th; and 

Pro Tour-Los Angeles, 33rd. 

Previous Season's Top Pro Tour Finish: 1996 Pro Tour-Columbus, champion 
(Junior division). 

MARK CHALICE (U.S.A.) 

Age: 25 Resides: Claremont, California 
Occupation: Computer Technical Support Specialist 

Top 1996-97 Place-Finishes: 1996 Duelist Invitational, third; Pro Tour-New York, 
quarterfinalisr, Pro Tour-Pans, 10th; Pro Tour-Los Angeles, 23rd; and Pro 
Tour-Atlanta, 51st. 

Previous Season's Top Pro Tour Finish: 1996 World Championships, 11th. 

JOHN CHINNOCK (U.S.A.) 

Age: 25 Resides: Summit, New Jersey 

Occupation: Graduate Student, Business, University of Syracuse 
Top 1996-97 Place-Finishes: 1997 World Championships, quarterfinalisr, Pro 
Tour-New York, quarterfinalisr. Pro Tour-Paris, 17th; Pro Four Dallas, 38th; 
and Pro Tour-Los Angeles, 47th. 

Previous Season's Top Pro Tour Finish: Pro Tour-Long Beach, 45 th. 

SVEND SPARRE GEERTSEN (DENMARK) 

Age: 16 Resides: Copenhagen, Denmark 

Occupation: Student 

Top 1996-97 Place-Finishes: 1997 World Championships, semifinalist; 1997 Dan¬ 
ish Nationals, finalisr. Pro Tour-New York, 31st; and Pro Tour-Paris, 57th. 

Previous Season's Top Pro Tour Finish: 1996 World Championships, 47th. 

TOMMIHOVI (FINLAND) 

Age: 17 Resides: Kaarina, Finland 

Occupation: Student 

Top 1996-97 Place-Finishes: 1997 World Championships, 15th; Pro Tour-Los 
Angeles, champion; Pro Tour-Paris, 15th; and Pro Tour-Atlanta, 20th. 
Previous Season's Top Pro Tour Finish: 1996 World Championships, quarterfinalist. 



























MARK JUSTICE (U.S.A.) 

Age: 28 Resides: Seattle, Washington 

Occupation: Professional Magic player and instructor 

Top 1996-97 Place-Finishes: 1997 World Championships, 17th; Pro 

Tour-Pans, finalist; Pro Tour-Atlanta, 10th; ProTour-Los Angeles, 

12 th; Pro Tour-Dallas, 32nd; and Pro Tour-New York, 48th. 

Previous Season's Top Pro Tour Finish: 1996 World Championships, finalist. 

DARWIN KASTLE (U.S.A.) 

Age: 25 Resides: Allston, Massachusetts 

Occupation: Marketing Administrator 

Top 1996-97 Place-Finishes: Pro Tour-Atlanta, finalist; and Pro 

Tour-Pans, semifinalist. 

Previous Season's Top Pro Tour Finish: Pro Tour-Long Beach, semifinalist. 

MIKE LONG (U.S.A.) 

Age: 22 Resides: Harrisonburg, Virginia 

Occupation: Professional Magic player 

Top 1996-97 Place-Finishes: Pro Tour-Paris, champion; Grand 

Prix-Washington, D.C., champion; 1996 Duelist Invitational, finalist; 

Pro Tour-Atlanta, quarterfmalist; ProTour-Los Angeles, ninth; and 

1997 World Championships, 24th. 

Previous Season's Top Pro Tour Finish: 1996 World Championships, 15th. 

PAUL MCCABE (CANADA) 

1996-97 Pro Tour Player of the Year 

Age: 20 Resides: Toronto, Canada 

Occupation: Student, Engineering, University ofToronto 

Top 1996-97 Place-Finishes: Pro Tour-Dallas, champion; 1997 World 

Championships, semifmalist; and Pro Tour-Paris, 44th. 

Previous Season's Top Pro Tour Finish: Pro Tour-Long Beach, finalist 
(Junior division); and Pro Tour-Columbus, finalist (Junior division). 

OLLERADE (SWEDEN) 

1995-96 Pro Tour Player of the Year 
Age: 18 Resides: Goteborg, Sweden 

Occupation: Student 

Top 1996-97 Place-Finishes: 1996 Duelist Invitational, champion; 1997 
World Championships, 16th; Pro Tour-Dallas, quarterfmalist. 

Previous Season's Top Pro Tour Finish: Pro Tour-Columbus, champion. 


JAKUB SLEMR (CZECH REPUBLIC) 

Age: 20 Resides: Prague, Czech Republic 
Occupation: Computer Specialist 
Top 1996-97 Place-Finishes: 1997 World Championships, 
champion; ProTour-Los Angeles, 10th; and Pro 
Tour-Paris, 46th. 

Previous Season's Top Pro Tour Finish: 1996 World Champi¬ 
onships, 18th. 

TOSHIKITSUKAMOTO (JAPAN) 

Age: 51 Resides: Tokyo, Japan 
Occupation: I lobby Shop Owner 

Top 1996-97 Place-Finishes: 1997 Japanese Nationals, finalist; 
1997 Asia Pacific Championships, finalisr, 1997 Grand 
Prix-Tokyo, finalist; Pro Tour-Atlanta, 14th; and 1997 
World Championships, 28th. 

Previous Season's Top Pro Tour Finish: 1996 World Champi¬ 
onships, 14th. 

BRIAN WEISSMAN (U.SJL) 

Age: 22 Resides: Campbell, California 

Occupation: Student, UC Santa Barbara 

Top 1996-97 Place-Finishes: Pro Tour-Los Angeles, quarterfi- 

nalist; Pro Tour-Paris, 11th; Pro Tour-New York, 27th; Pro 

Tour-Dallas, 54th. 

Previous Season's Top Pro Tour Finish: Pro Tour-Columbus, 
quarterfmalist. 

J0HNY00 (U.S.A.) 

Age: 24 Resides: Buena Park, California 

Occupation: Student, Computer Science, Computer Learning 

Center (Anaheim, CA) 

Top 1996-97 Place-Finishes: Pro Tour-Atlanta, semifinalist; Pro 
Tour-Los Angeles, semifinalist; Pro Tour-New York, ninth; 
1997 World Championships, 20th; and Pro Tour-Dallas, 
48th. 

Previous Season's Top Pro Tour Finish: Pro Tour-Columbus, 
56th. 

JASON ZILA (U.S.A.) 


NATHAN RUSSELL ( AUSTRALIA) 

Age: 22 Resides: Adelaide, Australia 

Occupation: Student 

Top 1996-97 Place-Finishes: 1997 Asia Pacific Championships, cham¬ 
pion; 1997 Australian Nationals, finalist; Pro Tour-Atlanta, 21sr, Pro 
Tour-Los Angeles, 32nd; and Pro Tour-Dallas, 58th. 

Previous Season's Top Pro Tour Finish: Did not compete. 


Age: 17 Resides: Huntington Beach, California 
Occupation: Student, Edison High School 
Top 1996-97 Place-Finishes: Pro Tour-Dallas, finalist; Pro 
Tour-Paris, quarterfmalist; Pro Tour-Atlanta, 15th; and 
1997 World Championships, 41st. 

Previous Season's Top Pro Tour Finish: Pro Tour-Long Beach, 
quarterfmalist (Junior division). 

—compiled by Terry Melia and Mark Rosewater 
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The Heart of a Minotaur 



































L0NG BEFORE SHE MET GERRARD AND JOINED HIS QUEST, 
Sisay began collecting the artifacts that made up Gerrard's mysterious Legacy. 
Her parents set her this task, but in the years she has captained the Weatherlight, it 
has become more than a filial duty to her; it has become her life. 

The Heart of a Minotaur” is the first installment in an exciting new series of short 
fiction in 7 hr Duelist. Written by Kij Johnson, winner of the Theodore A. Sturgeon 
Award, this is a story of Sisay’s youth—and of her own quest. 


Hi: VOLCANIC DRAGON SCREAMED his rage 
and dove at the Weather light, slamming his huge 
body into the flying ships hull. The vessel fell for a 
sickening instant before it stabilized. Captain Sisav 
fought back her own scream of rage as the dragon 
flashed past the immense windows of the ships 
bridge, bare yards past the deck. 

Sisay wrestled to control the Weatherlighh plunging; from a 
comer of her eye, she saw the dragon bank and climb over a 
low mountain, preparing for another attack. Straining to 
find a landing place in the trees below them, she pushed the 
-hip’s wheel hard forward. The dragon was going to get one 
more chance at them before they got into the trees’ cover— 
supposing rhev survived the crash. 

Her first mate Kebitu stumbled across the deck to grab an 
injured crew member before the unconscious man slid over- 
board. U 1 le's killing us!” the mate yelled as he passed the 
bridge windows. 

Tm trying to get under the trees,” she shouted back. 
“Grab something! He’s diving again!” Kebitu grappled with 
the mans bulk to free a hand and grab the railing. 

Even forewarned, the attack was almost too fast to com¬ 
prehend. The dragon hung in the air for a split second. Sud¬ 
denly the Weatherlight slewed sideways as the beast rammed 
the hull. Sisav screamed, “No!” but it was already too late; 
burdened by the weight of the crew member, Kebitu lost his 
grip and die two men plunged over the rail. 

There was a terrible wrenching noise as the Weatherlight 
sliced into the forest. A branch shattered one of the bridge 
windows and Sisay was thrown through the frame, slam¬ 
ming to the ground. Breathless with pain, she could only 
watch as the ship lurched to starboard among the broken 
trees, one wing-shaped sail dislocated and pointing to the 
sky. Perhaps satisfied he had defeated his challenger, the 
dragon screamed once and .soared off. 

We were just passing through , Sisay thought numbly. They 
had been on their way to the destroyed island city of Oneah, still 
a thousand leagues away, where she had been told she could 
find information about the Juju Bubble. And now, a simple 
coincidence—the Weatherlighh flight too close to a volcanic 
dragons territory during nesting season—might have 
destroyed the precious pieces of the Legacy she had already 
gathered. 


Sisay staggered to her feet and t(x>k quick stock. Apart 
from a deep cut in one ann (her sword arm, unfortunately), 
she seemed to be all right: no broken bones, no internal 
damage. The Weatherlight was cradled in the broken trees. 
The only visible damage was the dislocated mast. Members 
of her crew were picking themselves up from the ground or 
dropping from a hatch halfway up the grounded ships hull. 
Sisay shouted and waved. A nigged cheer rose from the sur¬ 
vivors. 

"Captain?” Blood dripping down her angular face, the 
Weatherlighh navigator limped up. U 1 was afraid....” She left 
the sentence unfinished. 

"Are you all right, Meida?” Sisay asked. “Your foreheads 
cut.” 

The navigator shrugged. "Its nothing. Just another scar to 
tell tny daughters about. You?” 

Sisay nodded. “Fine. What about Kebitu and Dewed? 
They went overboard when the dragon rammed us.” 

W 1 saw.” Meida swallowed heavily. "Pm sorry, captain. 
They didn’t make it, either of them.” 

“I guessed.” Sisay tried to ignore the burning in her eyes. 
“We will grieve later. Tell me about the ship.” 

Meida waved a dirt)’ hand at one of the men, who was 
scanning the woods. “Tterso over there was telling me its 
total chaos below decks, but he thinks the 1 >egacy and the 
supplies are all right.” 

“And the Weatherlight ?” 

Meida shrugged again. “Who knows? IVc never under¬ 
stood this ship. But my guess is that the only problem is 
that.” She pointed at the mast, which had broken free of its 
pivot-socket. "The metal’s ripped apart like overri|>e fruit.” 

"That is bad,” Sisay said. 

"Are we carrying a spare?” 

“No. Were going to have to build a new six'ket, and that 
means we need a forge. And that means we Ye cither going to 
have to hike out and find one, or build one here.” 

Meida cursed. “That might take months!” 

“Got any better ideas?” Sisav rolled her aching shoulders. 

“Captain!” Tterso ran to them, pointing back toward the 
woods. "Captain, someone’s coming—lots of them, this way!” 

“Crew! ’Ware the woods!” Sisay shouted. The men and 
women jumped into readiness. Pulling free her cutlass with 
her off-arm, Sisay eyed the trees and asked Tterso, “Do you 
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know who they were?” 

“No, I just heard...."’The man stopped 
as the underbrush was pushed aside and 
a hull-headed being paced into the clearing 
the Weatherlight had created. 

“Oh, no,” Sisay whispered. “Mino- 
taurs. Talruum minotaurs.” The mino- 
taurs of the Talruum Mountains were 
famous across all Jamuraa—and perhaps 
beyond—as powerful fighters who 
killed all strangers. More poured from 
the underbrush, and then more, until 
there were better than forty of them. 

Sisav felt rather than saw her own 
crew gathering behind her, injured and 
outnumbered, with swords and knives 
and makeshift weapons snatched from 
the wreckage. The minotaurs moved 
forward, fingering the crystal weapons 
they carried. Maybe something can be sal¬ 
vaged from this, she thought grind}'. 
Raising one hand, she stepped forward. 

“Greetings!” Her words rang out and 
stopped the minotaurs. U I am Sisay, cap¬ 
tain of the Weather light .” 

One minotaur, a grizzled male, said, “1 
am Khygot, oldest of this group, and so I 
speak. How did you come here?” 

“Our ship was flying over the forest,” 
Sisav replied. u YVe were attacked by a 
dragon and forced to the ground.” 

“ Flyingf 9 The minotaurs voice held 
disbelief edged with scorn. When Sisay 
did not respond, he said, “You are tres¬ 
passing here.” 

“I understand this,” Sisay said, willing 
her voice to stay calm. “We need a forge 
to repair our ship. We crave your assis¬ 
tance in this, and then we will leave.” 

“No,” Khygot said in a rumble. “We 
have never allowed strangers in our 
mountains.” 

“We had no choice!” Sisay said. 
Behind her, Meida murmured some¬ 
thing to the other crew members, voice 
tense. 

“Nor have we,” Khygot said slowly “It is 
tradition. We cannot permit strangers to 
leave.” 

Sisav heard a crew member gasp. 
“These people are my responsibility,” she 
said coldly. “I cannot allow this.” 

Khvgots voice was as gentle as a 
minotaurs could be. “1 low will you stop 
us? There are two score of us, twice your 
groups size. We will make it quick and 


honorable.” He stepped forward. 

“Wait!” Sisay cried over the shouts of 
the crew. There had to be a solution. “1 
have heard you are people of honor. Well 
then, I challenge vou.” 

“You challenge?” Kh\got raised his 
voice over the muttering of the minotaurs. 

“Yes,” she said through lips gone sud¬ 
denly numb. “I will fight a champion of 
your choosing. If I win, you will grant 
my crew life—and you will give us a 
forge and supplies, and any aid we need 
in getting my ship aloft again. And we 
will tell no one that you let us go.” 

Khvgot shook his great horns at her. 
“You are half my size, little one, and I see 
blood on your sword arm. You are dead 
already, and your crew with you. Why 
should we take your challenge?” 

Sisay bit her lip. “It would be honor¬ 
able for you to at least give me this 
chance. This is mv crew. You mav kill 
me, but at least 1 will have died fighting 
for them.” 

Khygot s eyes drilled into her. Lifting 
her chin, she met them. At last he said, 
“Try to flee and we will kill you. \Vc will 
withdraw to discuss your offer.” He 
made a gesture with his heavy-fingered 
hand and the minotaurs faded hack into 
the trees. Sisav and her crew were alone 


“I understand.” Meida touched her W* 
shoulder. “What now, captain?” 

“Now we wait.” 


again. 

“Are you crazy?” Meida grabbed her 
wounded arm, making her gasp in pain. 

“1 didn’t see another option. Did you?” 
Sisay closed her eyes. 

“We can escape,” Meida said, “slip off 
into the mountains.” 

“No!” Her voice was harsh in her ears. 
“We cant abandon the Legacy.” 

“But they’ll kill us!” 

“They’ll kill us anyway. Didn’t you 
hear? If we run they’ll hunt us down. At 
least this is a chance, however slight. If 
they accept it.” 

Meida looked at her for a long 
moment. “All right then. We’ll dig out 
some extra weapons from the hold. You 
agreed to this. But if you lose, wo will 
fight. No point in dying without taking 
a few of them along.” 

“Hey, I might win,” Sisay said with 
dark humor, then, with sudden serious¬ 
ness: “1 have to. It’s not just you—there’s 
the Legacy. We have to get the Legacy 
out of here.” 


TahngartH WAS one of the | 
youngest minotaurs in Khvgots group. 
He had not yet proven himself and so 
could not sit cross-legged in the inner 
circle of champions in the clearing near 
the stranded ship; but from his position 
just outside, he could hear every word of 
their rumbling arguments. If he half- 
turned away, he saw the mast of the 
strange ship above the trees, like a finger 
pointing upward. 

Khygot clapped his hands for atten¬ 
tion. “So. This tiny human has chal¬ 
lenged us. Do we accept?” 

“Of course,” Ghentorh said. Tahn¬ 
garth did not like him much, bur he 
often represented the People in matters 
of honor. “But I expect she won't take me 
long. I’ve seen tougher meerkats.” A roar 
of laughter ran through the minotaurs. 

“No, Ghentoth, not you. We have 
young who need to prove themselves,” 
Khygot said, looking around. “Tahn- 
garth. You are the age for this.” 

Talmgarth paused. “No.” 

line inner circle exploded in talk. 
“You refuse?” Khygot asked, incredulous. 

“No,” Tahngarth said again. 1 le 
stepped forward to the center of the cir¬ 
cle. “Why kill them at all? We can give 
them the help they need and let them go.” 

Ghentoth grunted. “Always thinking 
differently, eh, boy? Tradition says they 
die...they die, as simple as that. If you 
are not minotaur enough to rake this 
challenge, 1 will.” 

Tahngarth bit back a snarl. “By 
Torahn, I’m minotaur enough to feel 
there’s no honor in such a killing.” 

Ghentoth jumped to his feet. “Are you 
implying....” 

“Enough,” interrupted Khygot. “As 
eldest, I say this: We cannot refuse the 
challenge. To do so would deny who we 
are. If they win, we will offer the aid the 
human demanded. But she is small and 
injured. She will not win.” 

Tahngarth said, “She will not need to. 

I will stand in place of the human Sisay 
in this challenge.” 
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“You?” Ghcntoth jeered. “You’re no 
stronger than a human yourself.” The 
minotaurs laughed. 

“Why, Tahngarth?” Khygot asked. 
“Thcres no honor in fighting for 
humans. 1 ’ 

Tahngarth drew himself upright. 
“There’s no honor in killing her crew 
when they are outnumbered and lost! 
She knows this challenge means her 
death, and she throws defiance in our 
faces. It will Ik* an honor to fight her 
challenge—she has more heart than the 
lot of you.” 

Almost as a hodv t the minotaurs 
leapt up shouting. 

“I suppose we must agree to your 
proposal,” Khygot said, when he could 
he heard again. “Very well, then. We 
will have the challenge here, away from 
the humans’ prying eyes.” 


“What’s TAKING them so long?” 
Meida tied the bandage on Sisay’s arm. 
The shouts from the nearby clearing 
had ended, and now an ominous silence 
hung over the woods. 

This wasn’t going to be good. Even 
moving the arm brought tears to Sis ay's 
eyes; she couldn’t imagine lifting her 
cutlass, let alone exchanging blows. She 
found herself hoping that they had for 
some reason skulked off'. But that was 
not the reputation of the minotaurs of 
theTalmum Mountains. They’d return 
soon enough, one way or the other. 

There was a sudden bellowing from 
the minotaurs. “What...?” Sisay began 
and stopped when she heard the clash 
of weapons engaging. 

“Who arc they fighting?” Meida 
gasped. 

“Listen!” Sisay said. “I’m going to see 
what’s going on. It’s probably just some 
preliminary to the challenge. But if 
they’re fighting among themselves or if 
someone’s attacked them, we'll grab as 
much of the J .egacy as we can cam* and 
get out of here. Meida, since Kebitu is 
dead, you’re my new first mate. You’re 
in charge until I get back.” 

Without waiting for a response, she 
loped into the woods, towards the 
rounds of clashing weapons and mino- 
taur shouts. 


BLEEDTNG t'HOM a cut along one 
thigh and trying to ignore the shouts 
around him, Tahngarth circled warily. 
Well, he thought with the tinv corner of 
his brain not given over to battle, at 
least he's treating me like a real challenger. 

Ghcntoth feinted with his sword, 
and Tahngarth jumped back. Carved of a 
single piece of tekyl crystal, the sword 
was stronger than any steel blade. 

Ghcntoth was having the best of it so 
tar. The two minotaurs had closed 
twice from their circling positions, 
slamming their blades together, each 
trying to force the other backward until 
the blades slid apart and it became pos¬ 
sible to slash at the unbalanced mi no- 
taur before he steadied himself. It was 
the traditional style of fighting for 
champions in challenge, hut it offered 
an advantage to Ghcntoth, who pos¬ 
sessed the better blade and larger size. 
Both times, Tahngarth had been the 
one to stumble, and Ghcntoth had 
punished him with a long slash to his 
thigh and another along his forearm. 

Ghcntoth leapt at him, but this time 
he was ready. The swords slammed 
together with a shock that went 
through Tahngarth s shoulders and 
back. Ghcntoth leaned forward as the 
blades locked, teeth bared inches from 
Tahngarth’s face. The younger mino- 
tanr felt him sell forced inexorably 
backward. Close to breaking, his sword 
creaked in his hand. 

How Jut I think l could defeat him ? he 
thought desperately. He's stronger and 
more experienced; he knows all the tradi¬ 
tions; his blade is better. What do 1 ha ve 
that he doesn't? 

The answer came to him in his foe’s 
own words: always thinking differently. 
Now he knew what to do. It wasn’t a 
traditional move when Tahngarth 
twisted to one side. As the blades 
slashed to the ground, Tahngarth 
kicked out and swept Ghcntoth s 
hooves out from under him, hitting 
him on the chin as he fell—another 
new move. Momentarily stunned, 
Ghcntoth fell to the ground. Tahngarth 
kicked the crystal sword from Ghen- 
toths hand, then threw aside his own 


steel blade and snatched up his oppo¬ 
nents sword. 1 le pressed it against 
Ghcntoth s throat until die crystal tip 
drew* a single drop of blood. 

Then lifting his foe’s sword over his 
head, Tahngarth roared, “1 have taken 
life’s blood from Ghentoth, and I have 
this to say. The human Sisay is small 
and hurt and without our strength or 
endurance, and yet she has the heart of 
a minotaur. 1 am proud to have proven 
myself in her challenge. By my actions, 
I have earned for her crew the right to 
aid and safe passage. And I have 
earned the right to he called cham¬ 
pion by the People. Now 1 am Tahn¬ 
garth, Talmum champion.” And 
lifting his head to the sky, he began 
the victory chant. 

One by one, the minotaurs joined 
him. Tradition was tradition. 


With THE minotaurs’ voices in her 
ears, Sisay crept from the rocks where 
she had hidden to watch the battle. She 
a*turned to her crew and said nothing 
to them when Tahngarth limped up to 
her, saying, “It has been resolved. We 
will help you.” 

Sisav smiled at him. “She’ll fly soon, 
and then you’ll see an amazing thing.” 

Wes,” he said, and then hesitated. 
“What is it like?” 

She laughed. “I’ve seen things you 
can’t even imagine—looked down into 
the heart of a volcano, danced in the eye 
of a hurricane. I’ve even seen a mino¬ 
taur fighting for humans ” She turned 
to him, suddenly serious. “You are not 
very like your kinsmen, are you? Your 
people believe that strange ways are 
dangerous ways.” 

“Yes,” he said slowly. 

“But you...” she touched his arm, 
“...you are different. So perhaps you’ll 
listen when I say this to you: join us on 
the Weatherllght." 

Fahngarfh looked at her for a long 
moment, his breath coming hard be¬ 
tween his teeth. “Yes,” he said, and his 
heart rose on the wings of the Weather- 
light. ♦ 

Next , Sisay and Tahngarth enter the great 
library in the destroyed city of On mb. 
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MechWarrior Offers a Holistic 
Approach to Deck Improvement 



BV TOM WYLIE 
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MEN MOST PEOPLE THINK OF BATTLETECH, 

they think of big, honkin’ death machines stomping around the 
battlefield and blowing the snot out of each other. But every once 
in a while someone stops to ask questions like: Why are we here? Y\ hat s the 
environmcntal-impac^report say about this? And whos piloting these things, 


anyway: 


? Usually v^e dismiss such questions as frivolous, but they we been 


/ 




mounting up for a while, so we decided to address all of these aspects of the 
game s backstorv when we set our to design MechWarrior. 
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Big, honkin’ death machines don’t do 
you much good if they don’t know where 
► to go or what to shoot at. Since autopilot 
technology apparently isn’t what it used 
to be, you need good, solid MechWar¬ 
riors to pilot those death machines. So 
the first thing we did was add some Pilot 
cards with interesting abilities...like 
Gearhead, who boosts his ’Mech in 
combat and makes the ’Mech tougher, or 
RiStar MechWarrior, who has a fifty- 
fifty chance of recovering any Mission 
card you play, as long as he’s involved in 
the mission or battle. Plus, we’ve also 
included a wide range of cards to sup¬ 
port vour Pilots, making them better, 
stronger, or faster, returning dead Pilots 
from the Scrapheap, and so on. 

We made the site of the battle a factor 
by introducing Terrain cards, enhance¬ 
ments that are played on an entire region 
rather than on a particular card. Each 
Terrain card has an ability that applies 
only when a target in that region is 
attacked, and represents the effect that 
physical terrain might have on a battle. 
For example, Rocky Gorge damages 
each attacking ’Mech, so you might play 


it on your Command 
ever ’Mechs attack on 
maud cards. Civil S 

damages your oppe 
based on damage that a 
dish out in the region t| 
(lets face it, blasting*; 
PPCs won’t make your) 
lar with the rubes). Pld 
ment on your StockpifJ 
’Mechs attack that reg 
that’s guarding it), you; 

^ age back onto the aftacc 


MechWarrior also give 
pie of the undersuppQtj 
factions: the l ; ree Rasj 
and the St. Ives Comp 
your opponent on an cl 
Stone Age with Rasalha 
ing cards like Airstrikd 
which scraps cards fro 
instead of the StockpJ| 
boost with various 
handed cards like Worj 
lets you choose an ag 
bly—and force your 
related asset costs wh<j 
she has that asset in pHg 
efit as well, for examplj 
resenting various inriS 
factions, like Crusadfl 
gives each of your attsC 


|o use when 
*your Com- 
j,Settlement 
Stockpile 
jang ’Mechs 
Jrd enhances 
* malls with 
linent popu- 
tUan Settle- 
whenever 
|or a ’Mech 
eflcct dam- 


k)st to a cou- 
Jnner Sphere 
[ue Republic 
ifou can send 
: trip to the 
\ new bomb- 
$e to Home, 
for her hand 
Ives gets a 
gmd under 
page, which 
ssav Assein- 
ctent to pay 
i>r not he or 
|e Clans ben- 
|m cards rep- 
* classes aud 
ktiou, which 
|g ’Mechs +1 


attack. 

And don’t think jpA'e forgotten 
’Mechs after all that. set includes a 
lot of flashy new ’Mechs, like the 
Hunchback 1IC, which Has a base attack 
of 5 and throws in dual Ultra AC/20 s to 
get Alpha Strike: +5! Take that, Inner 
Sphere! (Of course, it only takes 5 datn 
age to kill it, but you can’t have even 
thing...well, not for under 10 resources, 

anyway.) Probably the most exciting 
Mechs are the ones that conic with the 
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jicW C' Option, which allows a group of 
Alcchs to use each other as spotters, firing 
at targets as if aB were at optimal range. I n 
( . UT1C terms, this means that every ’Mech 
uith C gets +2 attack when its in a group 
with at least one other C* ’Mech—basically, 
vou want to use either a lot of C* ’Mechs or 
none at all. It’s a pretty cool new dynamic, 
especially onefcyou get the big guns out 
(Glenn I'lliotr’^ves still glaze over when¬ 
ever 1 mentiotnK Sunder).The deck in the 
sidebar is an cflfegle of what you might do 
with a C l hoj^Kthough there’s also a C 3 
Retrofit card^B Jets you throw in some 


“P and C-Ya Later” 


awareness, aBu 

efforts, I can’^Kj.k 

ami nurture \^uljop 

/)V kinder , gentSKjhi) 
ratals and tiro* jKLv, 
'oh article for 

MtnhwJmwii 

EsltfeTech ICG 

Rivard Garfield 

if.-n T$9 
VkM Shawn n 

i.i.r Mike sfl 

'M,. P&!<*fl 

fctiteTech nreated ujfl 

>-»WKnian,l Rossfl I 

text- Wolfgang B3*. \ 
Shawn F.Cmn.. 
Clarke WBfcas; ittT • 

Pam Peterson. ' 

Sdinker. Sharon Turnet 
; ^Jeeu^Woodnilt, 

^ Wyhe 

^ Manager Ron Rkawitteon 
Brand Manager/Prcfect 
Michael Brooks 
^ £neral Manager: Rich Fukutaki 

?^ ctor and Graptrieftesigri: 

‘ ^ to Roger Date Goad 


I lattleTech expansion 
lem healing the inner 
h jockeys out there— 
rally designed to. With 
its to underscore the 
’Mech combat, fer¬ 
vour environmental 
new C 3 option that 
:hs to play nicely with 
h coordinated team 
fa better way to honor 
orients while you anni- 
; and rub their faces in 


d/w Wylie put down his healing 
erapy oils long enough to write 

hielist. 
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Assoc. Promotions Manager: 
LaraDaich 
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PuWc Relations: Steve Kam. 
GeetaSharma 

Production Manager: Joy Fortney 
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9 Assembly 
5 Munitions 
7 Tactics 

2 ComStar Support 
1 Repair Facility 

Media (24) 

4 Avatar AVI -OC* 

4 Blackjack BJ2-OB* 
4 Firestarter FS9-OD* 
4 Naginata NG-C3A* 
4 Owens OW-1* 

4 Sunder SD1 -OB* 


Support Cards (12) 

1 Black Market Connections 

1 Defensive Formation 

2 Long-Range Targeting System 
1 Missile Spotter 

1 NARC Retrofit* 

1 Overrun 

2 Owens OW-1 D* 

(yes. this counts as a support card m this dock) 

1 Retrofitted Missile System 

2 Risky Combat Jump 

* MochWamor card 


T in; PRIMARY GOAL 
of the deck is, obvi¬ 
ously, to get a huge 
C 3 network going. While C 
’Mechs arc vulnerable in isola¬ 
tion, when linked together they 
create a net that is far more 
powerful than the individual elements. Avatars and Sunders serve as the 
backbone of the deck, while the Naginatas arc missile boats that can also 
carve up any thing blocking them. The Owens and the Firestarteis run 
interference, making it more difficult for your opponent to pick on your 
slow ’Mechs, and the Firestarter s ECM makes it even more annoying 
to attack or block. Finally, the Blackjacks give you something to do if 
you aren’t drawing all pur assets early in the game, and arc relatively 
difficult for your opponent to mess with. 

The secondarv goal of the deck is to pound your opponents Stock¬ 
pile, whether you’re blocked or not. Every ’Mech in the deck (other than 
the Owens, which are mostly there as support) has long-range ability 
(can do damage to the Target even if blocked) or missiles, so most of 
your attacks will involve firing over the blockers’ heads. You’ll often find 
yourself with a spare point of attack (or two, or three) that can be 
directed to the Stockpile as well. Thus, even if your opponent is able to 
regularly block your attacks, you’ll still be picking away at his or her 
Stockpile for most of the game. 

The support cards arc almost all focused on this secondary goal. You 
have two Owens OW-lDs, a Narc Retrofit, and a Missile Spotter to 
boost your missile ’Mechs (though these often won’t be uscfiil until you 
get a Naginata out). The Owens OW-lDs arc not listed with the 
’Mech cards since they really arc meant as support, not to run around in 
play for a long time. The Long-Range Targeting Systems are mainly 
for* the Owens, as they have neither long-range damage nor Missile, 
but can enhance anything that seems appropriate, given the game situa¬ 
tion For example, a Blackjack has a base attack of 3, C \ and 2 long- 
range damage built in; if you give it an LRTS, it can do a total of 4 
long-range damage even when attacking alone! The other support 
cards are just solid, all-purpose utility cards that arc useful in almost 
every deck. — T.W. 












cam mu 

1 Accidental Collision 

2 Airstrikes Close to Home 

3 Avatar 

4 Black Lanner Prime 

5 Blackjack 

6 Brutal Punch 

7 C3 Retrofit 

8 Cauldron-Born A 

9 Cerberus 

10 Charge! 

11 Civilian Settlement 

12 Contract with Hansen’s 
Rough riders 

13 Corridor of Fire 

14 Creative Terraforming 

15 Crusader Faction 

16 Daikyu 

17 Daimyo 

18 Deep Lake 

19 Defection 

20 DropSWp Intercept 

21 ECM Retrofit 

22 Evasive Maneuvers 

23 Expert Timing 

24 Falcon Hawk 

25 Falconer 

26 Financial Collapse 

27 Fireball 

28 Firestarter 

29 Fog-Shrouded Moors 

30 Fortunes of War 

31 Galahad 

32 Gallowgias 

33 Gear head 

34 Grendei Prime 

35 Headfiunter 

36 Heavy Woods 

37 Hidden Location 

38 Hitman 

39 Hunchback UC 

40 Inferno Missile Retrofit 

41 JennerllC 

42 Jump Jet Retrofit 

43 Kai. Champion 
of Solaris 

44 Katherine 
Steiner-Davion 

45 Khan Natasha Kerensky 

46 Komodo 

47 Linebacker A 

48 Lore master 

49 MedEvac Team 

50 Merchant Caste 

51 Naga A 

52 NagaD 

53 Naginata 

54 NARC Retrofit 

55 Narrow Valley 

56 Night Gyr A 


X 4 ' 
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Card wd lrate # List 
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Mission 

Ted Naifeh 

Command • Inner Sphere • Rasalhague 

Thomas MilHom 

Mech • Omm • Inner Sphere • Kunta 

Franz VohwinkH 

Mech • Omm • Clan 

Sam Wood 

Mech • Omni • Inner Sphere 

Jock 

Mission • Inner Sphere 

Franz Vohwinkel 

Command • Enhancement • Inner Sphere Chris Trevas 

’Mech • Omm • Clan • Smoke Jaguar 

Patrick Bed 

Mech • Inner Sphere 

Christina Wald 

Mission • Inner Sphere 

Hannibal King 

and David Sodey 

Command • Enhancement • Terrain • 

Inner Sphere 

Doug Chaffee 

Command • Unique • Mercenary • 

Inner Sphere 

Thomas Milltom 

Command • Inner Sphere 

Cliff Upp 

Command 

Simon Harrison 

Command • Faction • Clan 

David Seeley 

and Rick Berry 

Mech • Inner Sphere • Kunta 

Mike Jackson 

’Mech • Inner Sphere • Kurita 

Dorn! 

Command • Enhancement • Terrain 

Janine Johnston 

Command • Subterfuge 

Pat Morrissey 

Mission • Inner Sphere • St. Ives 

ZakPlucinski 

Command • Enhancement 

Audrey Cor man 

Mission 

Hannibal King 

and David Seeley 

Mission 

Mike Jackson 

’Mech • Inner Sphere 

Simon Gurr 

Mech • toner Sphere • Davion 

Chippy 

Command 

Christina Wald 

Mech • toner Sphere • Davion • Steiner 

Mark Tedto 

’Mech • Omni • toner Sphere 

R. Kara Ferguson 

Command • Enhancement • Terrain 

Dorn 1 

Mission 

Dermot Power 

Mech* Clan 

Ted Naifeh 

Mech • Inner Sphere 

Stolon Harrison 

Command • Inner Sphere 

Douglas Shuler 

Mech • Omni • Clan 

Andrew J. Hepworth 

Command 

Kevin McCann 

Command * Enhancement • Terrain 

Kelly 0. Krantz 

Command • Enhancement 

ZakPlucinski 

Mech • inner Sphere • Kurita 

Dermot Power 

’Mech • Clan 

Cbnt Langley 

Command • Enhancement 

M»kc Raabe 

Mech • Clan 

Jock 

Command • Enhancement 

David Deitrick 

Command • Unique • Inner Sphere • 

Oavton • SL Ives 

Paolo Parente 

Command • Unique • toner Sphere • 

Steiner 

David A. Roach 


U 

u 
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R 

C 

C 

C 

R 

U 


C 

R 

U 

u 

u 

u 

c 

c 

u 

u 

c 

R 

U 

C 

R 

R 

C 

U 

C 

R 

C 

R 

C 

C 

R 

C 

R 

R 

C 

U 

C 

C 

R 
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Command • Unique • Clan • Wolf 
'Mech • Inner Sphere • Kunta 
’Mech • Omni • Clan • Wolf 
Command • Clan 
Command • Inner Sphere 
Command • Faction • Clan 
’Mech • Artillery • Omni • Clan • Wolf 
'Mech • Artillery • Omni • Clan • Wolf 
’Mech • Inner Sphere • Kurita 
Command • Enhancement 
Command • Enhancement • Terrain 
’Mech • Omni • Clan • Jade Falcon • 


William Simpson R 

Franz Vohwinkel R 

Kevin McCann U 

Jarnne Johnston U 

Pat Morrissey R 

UzDanforth U 

Randy Aspiund-Faith U 
Randy Aspiund-Faitii U 
CSnt Langley U 

Mark Poole C 

Randy Gallegos C 

CoHnMacfteH R 


■ 57 Night GyrB 


Mech • Omni • Clan • Jade Falcon • Cofei MacNeil 



Lbe M. Fields 
Thomas Milliom 
Charles Gillespie 
J&bbries Gillespie 
’JtolOt Power 


’A. Roach 


iKyffin 
g Chaffee 


Roberts 
f MacNeil 
am Simpson 


fMatson 
(McCann 
i Vohwinkel 
i Vohwinkel 
exander Gregory 


58 Nobori-NinA 

59 OmniMech-Pod Cache 

60 Owens 

61 Owens 

62 Peregrine 

63 Phantom A 

64 Phantom B 

65 Phelan Ward 

66 Piranha 

67 PouncerA 

68 PouncerB 

69 Prince Victor 
Steiner-Davion 

70 Prometheus 

71 R 3 kshasa 

72 Redline Pitot 

73 Ristar MechWarrior 

74 Rocky Gorge 

75 Rolling Hilfe 

76 Salvage Yard 

77 Scientist Caste 

78 Severed Supply Lines 

79 Sharpshooter 

80 ShtnYodama 

81 Sibko Allegiance 

82 Simone Devon 


Smoke Jaguar 
Mech • Omni • Clan 
Command 

Mech • Omni • Inner Sphere 
Mech • Omni • Inner Sphere • Kurita 
Mech • Clan 

Mech • Omni • Clan • Wolf 
Mech • Omni • Clan • Wolf H 

Command • Unique • Clan • Wolf 
’Mech • Clan 

Mech • Omni • Clan • Wolf 
Mech • Omni • Clan • Wolf 
Command • Unique • Inner Sphere • 1 

Davion 

Mech • Unique • Omni • Inner Sphogj 
Davion 

'Mech • Inner Sphere 
Command 

Command • Clan • jf 

Command • Enhancement • Terrain 
Command • Enhancement • Terrain ^ 
Command • Resource 
Command • Faction • Clan 
Command 
Command 

Command • Unique • Inner Sphere * 
t v l 

Kurita 

Mission *Clan 

Command • Unique • Inner Sphere* 


83 Single Combat 

84 Solaris Contacts 

85 Solaris Games Veteran 

86 St Ives Operations Officer 

87 St. hes Salvage Crew 

88 Staging Ground 

89 Sumter 

90 Supernova 

91 Support from Home 

92 Tactical Superiority 

93 Targeting Computer 
Retrofit 

94 Technician Caste 

95 The Remembrance 

96 Thunder LRMs 

97 Time Bomb 

96 Training Facility 
99 TurkinaA 

100 TurkkiaC 

101 TyraMiraborg 

102 Unnamed Sources 

103 Warden Faction 

104 Warrior Caste 

105 Watchman 

106 Wolfgang Hansen 


Command • Resource • Inner S 
Command • Unique • Inner Sphere j 
Command • Inner Sphere • St. hies \ 
Command • Inner Sphere • St Ives j 
Command • Resource • Inner S 
Rasalhague 

Met* • Omni • Inner Sphere • Kurt 
Mech* Clan 


Mission 

Command • Enhancement • Clan 

Command • Faction • Clan 
Command • Clan 
Command • Enhancement 
Command 
Command 
Mech • Omni • Clan • Jade Falcon^ 
’Mech • Omm • Clan • Jade Falcon *3 
Command • Unique • Inner Sphere * 1 
Rasalhague 

Command • Subterfuge 
Command • Faction • Clan * '* 

Command • Faction • Clan 
’Mech • Inner Sphere • Davion 
Command • Unique • Mercenary * 


:0anforth 
: Johnston 
Franz Vohwinkel 
0. Alexander Gregory 


Inner Sphere 


107 Work Stoppage Command • Inner Sphere • St Ives Janet Hamlin 

108 Wraith 'Mech • Inner Sphere • Uao • Marik Doug Chaffee 
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C 

R 
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Smoke Jaguar 
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The Fajo Collection is only available through The 
Eccentric Order. Visit the web site at 
www.eccentric.com or call 1 808 298.7560. For 
international ordering call 757 623.1300. 


The Fajo Collection contains: 18 Super Rare Cards in a Special 
Binder, Certificate of Authenticity, Collector's Poster of 651 
Cards, Custom Slipcase and Rules Supplement. 
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IGUANA'S 
MAGIC CATALOG 

1 - 888 - 


fULL PU 5i 

* 0„, compaKon ,d b our «L We „m or beat any adverted price by our ~tiona, con,pe«.o„ for Magic sta,te 0 

like condition. 

* Christmas is fast approaching, order early to guarantee holiday delivery. ^ . , 

, _ . .. Qt . h npfpmber Take advantage like thousands of others 

* IGUANATHON III is coming Monday the 8th and Tuesday the 9th of December. 

and save huge on Magic singles, boxes, and packs. Great deals on hard to find cards. Low , Low, Pnces. The first hundred 
orders each day over $100 receive great free gifts like a free Mana Crypt. 

* We specialize in quick deliver We encourage international retail customers to contact us now to recenre the best deah 

for all your Magic singles needs. 

* Call, email, mail, or fax your orders in. Phones are open 8 am to midnight (central time V " * y ' anl 0 

(central time) Saturday and Sunday. To mail or fax orders, simply list the cards you want and send in with a check, 
money order, or credit card information with signature. 

* Join the legions of Club Iguana members who dominate the universe of Magic. 


SHIPPING INFO 

UPS and US Mail 
Single Cards $5.95 
Box or Set $7.95 

+$2.00 each additional Box or Set 
Call or check www.iguanas cbc.com 
for current rates 



ORDER INFORMATION 

Phone: 888-844-8262 • Outside U.S.: 319-338-0086 
Fax: 319-338-1663 • Web: www.iguanas-cbc.com 

Mail: IGUANA'S COMIC BOOK CAFE 

123 N. LINN SUITE 1-A 
IOWA CITY, IA 52245 


IMPORTANT ORDERING INFORMATION-Prkes subject to change due to market fluctuations. Conditions of cards over $25.00 are priced in excdknt co d- 
tion-near mint cards arc 10% more and mint cards are 25% more. Iguana's accepts VISA, Mastercard, Discover, check, and money orders. Fee of $15 o.- 
retumed checks. All singles are satisfaction guaranteed for 5 days after receipt if returned in like condition for exchange or credit. No cancekations or rr mj» 
pre-orders and card game boxes. 


KEY COLOVt Bk—Black Bt=Blue G=Green M-Multi-colored R=Red W=White A^Artifact L=Land RARITY C=Common U=Uncommon 


ALPHA/BETA/UNLIMITED CARD LIST 



Packs 

Box 

Set 

Alpha Starters 

call 

call 

$4795 

Alpha Boosters 

call 

call 

$4795 

Beta Starters 

$289 

$2495 

$4895 

Beta Boosters 

$119 

$3995 

$4895 

Unlimited Starters 

$219 

$1995 

$2495 

Unlimited Boosters 

$89.95 

$2995 

$2495 

Alpha/Beta commons not listed 

$2.00 

Unlimited commons not listed 


$0.75 


Card Titk- 

Color 

Rarity Alpha 

Beta 

l nJtd 

Air Elemental 

Bl 

U 

$7.tX) 

$9.00 

$2 00 

Ancestral Recall 

Bl 

R 

SI79.00 S199.CX) 

$159.00 

Animate Artifact 

Bl 

U 

$5.00 

$6 00 

S! (X) 

Animate Dead 

Bk 

U 

$6.00 

$8 (X) 

$2.00 

Animate Null 

W 

R 

$6.00 

$6 00 

$1.00 

Ankh of Mishra 

A 

R 

$123X1 


$2 (X) 

Amugcddon 

W 

R 

$44.00 

$52 00 

$93 X) 

Aspccl of Wolf 

G 

R 

$14.00 

$14.00 

$4 IX) 

Bad Moon 

Bk 

R 

S353J0 

$38 00 

$8 00 

Badlands 

L 

R 

$50.00 

$59 00 

$163X1 

Balance 

W 

R 

$39.00 

$49.00 

$43)0 

Basalt Monolith 

A 

U 

$63X1 

$8 00 

$1.00 

Bayou 

L 

R 

$50.00 

SS9 00 

$15tx) 

Berserk 

G 

U 

$44.00 

$44.00 

$36 00 

Buds of Paradise 

G 

R 

$36.00 

$39.00 

$8.00 

Black Knight 

Bk 

U 

$9 00 

$173X1 

$2.50 

Black 1 <4us 

A 

k 

$395.00 $449 00 

$299 00 

Black Vise 

A 

u 

$17.00 

$19 (X) 

$1.50 

BUI Ward 

W 

u 

$33)0 

$3.00 

$1 00 

Bla/e of Glory 

W 

R 

$44 00 

$44 (X) 

$27.00 

Blessing 

w 

R 

$11.00 

$13 00 

$2.00 


ALPHA/BETA/UNLIMITED CARD LIST (cont.) 


( art! Htlr_C olor Rarity Alpha Beta l nltd 


Blue Ward 

Bog Wraith 

Braingey5>er 

Burrowing 

Camouflage 

Castle 

Celestial Prism 
( hanncl 
Chapa Orb 
Chaonlace 
doelvutck BeaM 
Clone 
Cockatrice 
Consecrate l .and 
Conservator 
Contract from Below 
Control Magic 
Conversion 
Copper Tablet 
Ct»P> Artifact 
Cou'nterspell 
Crusade 
Crystal Rod 
( ursetl l .and 
Cyclopean Tomb 
Dark Ritual 
Dark i vie t 
Deathgrip 
Death!**? 

Demonic Attorney 
Demonic Honks 
Demonic Tutor 
l>ingux F.gg 
Dtscnchanl 
Disintegrate 
Disrupting Scepter 
Dragon Whelp 


w 

U 

Bk 

U 

Bl 

k 

K 

u 

Cl 

u 

W' 

u 

A 

u 

G 

u 

A 

k 

R 

K 

A 

R 

Bl 

u 

G 

R 

W 

U 

A 

U 

Bk 

R 

Bl 

U 

W 

L 

A 

U 

Bl 

R 

Bl 

U 

W 

R 

A 

U 

Bk 

U 

A 

R 

Bk 

C 

Bk 

R 

Bk 

V 

Bk 

R 

Bk 

R 

Bk 

R 

Bk 

U 

A 

R 

W r 

c: 

k 

c 

A 

R 

R 

U 


$3.00 
$4.00 
$27.00 
$3.00 
$7.00 
$3.00 
$3 00 
$3.00 
$89.00 
$9.00 
$14.00 
$19.00 
$173X1 
$10.00 
$33)0 
$<UX> 
$13.00 
$33X1 
$12.tX) 
$2 3 (X) 
$17.00 
$38.00 
$3.00 
$3.00 
$70.00 
$5.00 
$93X1 
$ * (X) 
$93X1 
$9.00 
$24.00 
$1X.(X) 
$ 12.00 
$5.(X> 
$3.00 
$33.00 
$1.00 


$3.00 
V).(X) 
$37.00 
$3.(XI 
$8.1 X) 
$3.00 
$3.00 
$3.00 
$99.00 
$9.00 
$14jQ0 
$22.00 
$17.00 
$163X1 
$3.00 
$93 X) 
S1 ‘4.00 
$3.00 
$13.00 
S29.CX) 
SI 93X1 
$44.00 
$3.1X0 
$3.00 
$60.00 
$7.(X) 
$9.tX) 
$3.(X) 
$9.00 

$93 X) 
$243X1 
$19.00 
$I4j00 
RjOO 
$5 (X> 
$37.00 

$6.<X) 


$1.00 
$l.0t) 
$93X) 
$1.00 
$6.00 
SI 3X0 
S13X) 
$13X1 
$69.00 
$I3X) 
$ 2.00 
$6.00 
$4.00 
$12.00 
S1.00 
$ 2.00 
$2.00 
SI .00 
$63X1 
$7 (X> 
$ 2.00 
$8.00 
$1.00 
$1.00 
$493X) 
.50 
$ 2.00 
$13X1 
$1.00 
$2.<X) 
$8.00 
$6.00 
S23X) 
SI .oo 


$13X) 


ALPHA/BETA/UNLIMITED CARD LIST tax*. 


C ard lltle Color Rants Mpta Brti U 


Drain 1 jfe Bk 

Drum Power Bl 

Dwarven Demolition Team R 
Earth elemental 
Earthquake R 

Elvish Atvheis G 

Bvi) l*re\cncc Bk 

False Orders R 

Farmstead W 

Fasibood G 

Feedback Bl 

Fire Elemental R 

Fireball R 

FUhfim R 

Force of Nature G 

Fonxficld A 

Fort R 

Fungusaur G 

Gaea’s I3crc G 

Gauntlet of Might A 

Giant Growih G 

Glasses of Urxa A 

Gkxrni Bk 

Goblin Balloon Bngadc R 
<«4>hn King R 

Granite Gargoyle R 

Green Ward ” W 

Helm of Chat/uk A 

Hive. The A 

Howling Mine A 

I lumcanc G 

I ly pnotic Specter Bk 

I. Q St.vnn G 

lev Manipulator A 

IlluMonaiy Mask A 

Instill Fjtcrgy G 

Invisibility Bl 


C 

R 

U 

u 

R 

R 

U 

C 

R 

R 

U 

U 

C 

U 

R 

R 

R 

R 

R 

R 

C 

U 

u 

u 

R 

R 

U 

R 

R 

R 

U 

U 

u 

u 

R 

U 

c 


S190TJ 


Stflt 


2400 

$3® 

K® 


W 

paf 

rf 

Jii 

C* 

P* 

#• 


UR 

PR 

Itt* 

Vi* i 

R* 

S5« 


in 

IM 

pi 

«< 

so 

so 


yt* 




























:-— 


IGUANA'S MAGIC CATALOG • ORDER NOW CALL 888-8-IGUANA 



ALPHA/BETA/UNLIMITED CARD LIST (com.) 


(tfd n*fc 

In* Si* 

ir,«xUr» 0»rv 
bund Sanction 
boo Cap 
J*F Vkwliih 
Jafc Statue 
Jaycaatae Tome 
kffcm** 

K*nu 

hrLk* V*.«lard 

Kannuv Bdl 

Koirt 

Lance 

If* Dm*i 

LA*} rfUag 

lack 

l .deforce 
Lafolicc 
ljfeup 

beatiung Boh 
ljM«f Artifact 
IjMDf l**h 
lari* Will 
laxd of Atiant»s 
1-oid of the ftt 
L*r 

Ujip .il Hack 
Mjwxi Ifynii 
VUm Hare 
Mata Short 
Mara Vault 
Mwaharb* 
Vteeksi^r 
Miad Twist 
Mm Emerald 
Mo* Jet 
Mat Peart 
MoxRubv 
Mm Satire 
Natural SdcctHW 
Vthci Shatm 
Seiltmp Imp 
SeMn^ »..)■« Disk 
Nightmare 
Northern Paladin 


ALPHA/BETA/UNLIMITED CARD LIST (conL) 


ALPHA/BETA/UNLIMITED CARD LIST (com.) 


olor 

Rarity 

VI pint 

Beta 

( nltd 

Card Title 

Color 

Rarity 

Alpha 

Beta 

l nltd 

Card Title 

Color 

Rarity 

Alpha 

Beta 

1 nltd 

A 

U 

$3.00 

$3.00 

S1.00 

OiiManuv Golem 

A 

U 

$3.00 

$3 00 

$1 00 

Thmocof Rune 

A 

U 

$3 00 

$3.00 

$1.00 

R 

C 

$1.00 

$1.00 

$1.00 

Orci\b Artillery 

R 

u 

$9.(X) 

S3.00 

SUX) 

Timher Wolves 

G 

R 

$I7()0 

$1900 

$2.00 



$9.(X) 

$9.(X» 

$2.00 

Oixish Onflamme 

R 

u 

$35.00 

$300 

$1.00 

Time Vault 

A 

R 

$109 00 $119 00 

$79 00 

A 

u 

$3.00 

$340 

SI (I) 

IV-rs.iiial lucamalion 

W 

R 

$17.00 

$19.00 

$300 

Time Walk 

Bl 

R 

$259 Of) $279.00 

$199.00 

A 

K 

Sv.oo 

$9.00 

$2.00 

HunlasmaJ In wees 

Bl 

U 

$3.(X) 

$3.00 

$1 00 

Tumctwistcr 

Bl 

R 

$16900 $17900 

$129 00 

A 

U 

$1#UX> 

$24.1*1 

$15.(X) 

ITuntom Minister 

Bl 

U 

$5.(X) 

$6.00 

sux) 

TropicjU Island 

L 

R 

$50.00 

$59 00 

$15.00 

A 

R 

$2(> CM) 

S29JXI 

$3.00 

Pirate Ship 

Bl 

R 

$9.(X) 

$9 00 

$200 

Tsunami 

G 

U 

$300 

$3.00 

SI XX) 

A 

U 

$15.(X) 

$17.(X) 

S4.1X) 

Plateau 

L 

R 

$50.(X) 

$59.00 

$20.00 

Tundra 

L 

R 

$50 00 

$59.00 

$16.00 

\V 

U 

$3.00 

$3.00 

SI (X) 

Power Surge 

K 

K 

$12.00 

$14.00 

$2 00 

Tunnel 

R 

U 

S3 (X) 

$3.00 

si.oo 

K 

u 

$ /.OO 

S7.CX) 

SUX) 

INjooa Blast 

Bl 

U 

$39.tX) 

$ 39 (X) 

$29 00 

Twiddle 

Bl 

C 

$300 

$300 

$50 

A 

R 

$9.00 

$9.fX) 

$2.00 

Purelacc 

W 

K 

$9.00 

$9.00 

$1.00 

1 wo Ht-atk-d (it.int .4 Kmv > K 

R 

$54 00 

$59 00 

$42.00 

G 

R 

SO.(X) 

$9.00 

$200 

Racing Rivxrr 

K 

R 

$ )9.(Xl 

$44 00 

$29.00 

Undevgruund .Scsa 

L 

R 

$50.00 

$59 (X) 

$ 16.(X) 


U 

$3.00 

$3.00 

SUX) 

Red Ward 

Vk 

U 

$3.00 

$3 00 

$1.00 

I t Wen Troll 

R 

U 

$300 

$3.00 

$! 00 

(J 

U 

13.00 

$3.00 

SUX) 

Regrowth 

G 

U 

$1440 

$19.00 

$300 

Vcrduran Faichamirss 

G 

R 

$900 

$9.00 

$2.00 

A 

u 

S3.(X) 

$3.00 

SUX) 

RcMiiTcction 

w 

U 

S3.CX) 

$300 

$1.00 

Vesuvan fXtppcIganccT 

Bl 

R 

$49 00 

$59 00 

$|9.(X) 

Bk 

R 

$59.00 

$64.00 

$47.(X) 

Reverse Damage 

w 

R 

$18.(X) 

$22.00 

$4.00 

V'rtrran Bodyguard 

W 

R 

$20 00 

$2440 

$5fX) 

G 

U 

13.00 

13.00 

SUX) 

Righteousness 

w 

R 

$16.00 

$18.00 

$2.00 

VokanK Eruption 

Bl 

R 

$900 

$9 00 

$2.00 

G 

R 

$9.00 

$9.(» 

SUX) 

Roc of Kliet Ridges 

R 

R 

$ 19.(X) 

$22.(X) 

S7.CX) 

VokaiiK Island 

L 

R 




Bl 

U 

$3.00 

$3.00 

$1 fX) 

R<sk IKdra 

R 

R 

$24.fX> 

$29.00 

$9 00 

Wall <4 Air 

Bl 

U 

$500 

$5.00 

si.cxj 

R 

c 

$9.00 

$10.00 

$.50 

Rod of Rum 

A 

U 

$3.00 

$.3.(X) 

SIjOO 

Wall of Bone 

Bk 

U 

$3 00 

$300 

SUX) 

G 

R 

S12.(X) 

$14.(X> 

$2.00 

Roy al Assassin 

Bk 

R 

$39.00 

$4f>,00 

$12 (X) 

Wall of BnunWes 

G 

u 

$.3.00 

$3.00 

SUX) 

G 

R 

$9,00 

$9.(X) 

$2.00 

Sacrifice 

Bk 

U 

$3.00 

$3.(X) 

SUX) 

Wall of Eire 

R 

u 

$3.00 

$3.00 

SI oo 

A 

U 

W.IX) 

Vk(X> 

$1.00 

Savamuli 

N 

R 

150.00 

$59.(X) 

$15.00 

Wall of Ice 

G 

u 

$3.00 

$3.00 

$UX) 

Bl 

R 

$17.00 

$ 19.00 

$3.00 

Savannah I .ions 

W 

R 

$35.00 

$42 <X) 

$6.00 

Wall of Stone 

R 

u 

$3 (X) 

$3.00 

SI 00 

Bk 

R 

$!7.(X) 

$19.00 

$t».(X) 

Scavenging Ghoul 

Bk 

U 

Wfx> 

$3.00 

SUXI 

Wall of Swords 

W 

u 

$5.00 

$5.00 

SUM) 

Ci 

U 

$3.(X) 

$3.(X) 

SUX) 

Scmblatki 

i 

R 

$50.(X) 

$59 (X) 

$15.00 

Wall ot Water 

Bl 

u 

$300 

$3.00 

SUX) 

Bl 

R 

S24.(X) 

$27.(X) 

$5.00 

Sedge Troll 

K 

R 

$24.(X) 

$29.(X) 

$9.0f) 

W all of Wood 

G 

c 

$3.00 

$3.00 

SI (X) 

Bl 

R 

$27.<X) 

$32.00 

$7.00 

Sengir Vampire 

Bk 

U 

S143X) 

$18 (X) 

$4.(X) 

Wanderlust 

G 

u 

$300 

$3.00 

$100 

K 

R 

117.IX) 

$19.00 

$6.00 

Scrra Angel 

W 

U 

$2940 

$36.00 

15.50 

Warp Artifac t 

Bk 

R 

$1340 

$17.00 

$240 

Bl 

R 

$15.(X) 

$17.(X) 

13.CX) 

Shivan Dragon 

R 

R 

S69.IX) 

$84.00 

$I7.(X) 

Water Elemental 

Bl 

u 


S3.(X) 

S1XX) 

A 

R 

S173X1 

$19.<X) 

$5.(X) 

Simulavrum 

Bk 

U 

$3.IX) 

$4 (X) 

$UX» 

Web 

G 

R 

$13.00 

$16.(X» 

$2.(X) 

R 

R 

$13.00 

$I5.(X) 

$2.00 

Sinkhole 

Bk 

C 

$17.00 

$!9.<X> 

$15.00 

Wheel of Detune 

R 

R 

$39.00 

545 00 

$12 (X) 

A 

R 

S22,(X) 

$24.(X) 

$4.(X) 

Siren’s Call 

Bl 

u 

S3.(X) 

$3.00 

SUX) 

White Knight 

W 

l! 

$14 no 

$I8.(X) 

$2.00 

Bk 

R 

1173X1 

1103X1 

$2.00 

Sleight of Mind 

Bl 

R 

$18.00 

$24.00 

$4.0t) 

White Ward 

W 

U 


$3.00 

SUX) 

A 

R 

$209.(X> 

$219.00 

$159.(X) 

Smoke 

K 

R 

$9.00 

$9.<X) 

$2.00 

WilUV-Thc-Wisp 

Bk 

R 

S34.no 

$39.(X) 

$7.00 

A 

R 

$219.(X) 

$229.00 

$16940 

Sol Ring 

A 

U 

$18.00 

$22 00 

$7 XX) 

W inter Orb 

A 

R 

$3440 

56).(X) 

S5.(X) 

A 

R 

$219 (X) 

$22<).(X) 

$1W.(X) 

Soul Net 

A 

U 

$3.00 

$3.00 

$1.00 

WmuJen SjXicrc 

A 

U 

$3.00 

$3.00 

si 00 

A 

R 

$219.00 

S229.U) 

$169.00 

Stasis 

Bl 

R 

S24.(X) 

$32.00 

$500 

Word of untmtaod 

Bk 

R 

$69 (X) 

$74.(X) 

$493X) 

A 

R 

$219.(X) 

$229.(XI 

$169.(X) 

Steal Artifact 

Bl 

U 

$5.00 

$5.00 

si.oo 

W rath of God 

W 

R 

$42 00 

$49.00 

S1UX) 

G 

R 

$32JX> 

$34.00 

$24 .(X) 

Stone Giant 

R 

U 

13.00 

$3.<X) 

$1.00 

Zombie Master 

Bk 

R 

$13.0f) 

Si5.no 

$2.00 

Bk 

R 

$17.00 

S19.CX) 

$3.00 

Sunglasses of l r/a 

A 

R 

$9.00 

$9 00 

$2.00 







Bk 

U 

$4.00 

W.OO 

$1.00 

SwonR to Plowshares 

W 

V 

$|9.(X) 

$22.(X) 

$2.(X> 







A 

R 

$52.(X) 

$69.<X) 

$10.(X) 

Taiga 


k 

150.00 

$59.00 

$16 (X) 







Bk 

R 

$29.(X) 


$8.<X) 

Thicket Basilisk 

G 

V 

$4.(X< 

15 00 

$1.00 







W 

R 

$I7.(X) 

$22.(X) 

$3.(X) 

Ihoughtlacc 

Bl 

R 

$9.00 

$9.(X) 

$1.00 








REVISED/4TH EDITION/ 
5TH EDITION CARD LIST 


Revised 

Starter Deck 

$29.95 

Starter Box 

$249.95 

Booster Pack 

$7.95 

Booster Box 

$259.95 

Complete Set 

$209.00 

All Commons Not Listed 

$50 

4th Edition 

Starter Deck 

$8.95 

Starter Box 

$79.95 

Booster Pack 

$2.95 

Booster Box 

$94.95 

Complete Set 

$139.00 

AH Commons Not Listed 

$50 

5th Edition 

Starter Deck 

$8.95 

Starter 

call 

Booster Pack 

$2.95 

Booster Box 

call 

Complete Set 

call 

AH Commons Not Listed 

$75 


REVISED/4TH/5TH CARD LIST (coot) | REV1SED/4TH/5TH CARD UST (cont.) 


Card Title 

Color 

Rarity 

Price 

Card Title 

Color 

Rarity 

Price 

Card Tide Color 

Rarity 

Price 

Backfire 

Bl 

U 

$1.00 

Dancing Scimitar 

A 

K 

$2.00 

Glixun 

Bk 

U 

$1.00 

Bad Moon 

Bk 

R 

S6.CX) 

Dorknact 

Bk 

R 

82.01 

Goblin BalliKin Brigade 

R 

u 

$1.00 

Badlands 

L 

R 

$14 00 

Dcathgnp 

Bk 

U 

$1.00 

Goblin King 

R 

R 

S3.CX) 

Balance 

W 

R 

$340 

Dcathgrip 

Bk 

U 

SUX) 

(iohlin W'arrcns 

R 

R 

$4.60 

Ball 1 1 ghtning 

R 

R 

$9.00 

l >caf hlaie 

Bk 

R 

SUX) 

Granite Gw soy k: 

R 

R 

Vi.OO 

Bari\ Cage 

A 

R 

$3.00 

Deflection 

Bl 

R 

Vi.oo 

( ^ticr Rail tn . l’nrv'i%'.nk« W 

U 

$2,50 

Basalt Monolith 

A 

U 

$1.00 

Demonic Attorney 

Bk 

R 


Greater Werewv>lf 

Bk 

U 

$2.00 

Bayou 

L 

R 

$13 00 

Demonic Honk's 

Bk 

R 

S63X) 

Green Wanl 

W 

u 

$.50 

Binding Grasp 

Bl 

U 

$1.00 

IVenKinic Tutor 

Bk 

U 

$43X) 

Havcnw^Hul Bntlicgmumi 

L 

u 

$1.50 

Birds of Par Wise 

G 

R 

$500 

Denrtor 

Bk 

R 

$3.(X) 

llecatiur* 

Bk 

R 



(ardThir 


Color Rarity Price 


Afcfce? Gargoyle* 
Abominjl**! 

Atonal Spciici 
Adwtai Wavlo 
(ihtT Storm 
Air Elemental 
A*r Elemental 
Akroo leptwurrc 
AlatkfcnA 1 jimp 
AMdfei RmjT 
MackfenN Ring 
Ab Fifths 

A»4bivva Constable 
Angry Mi* 

Aup> Mi* 

\axn*tc .Artifact 
Awtstic Dead 
Ammair W j]| 

Aalb of Misbra 
Anti-Mae*. Aura 
Amtageddon 
Aratagakk* Oort 

A*es in AsIkh 
A* n*l\ Battle Gear 

AHW of Moll 
Atoj? 

Anar Drake 


W 

Bk 

Bk 

L 

HI 

B! 

Bl 


$1.00 

$1.00 

$ 1.00 

$*.00 

$1.00 

$1.00 

$1.00 


Black Knight 
Black Mana Battery 
Black Vise 
Black Ward 
Blessing 
Blight 

Blinking Spurt 
Blue Man* Battery 
Blue Ward 
Bog Wraith 
Bottle of Suleiman 
Bottomless Vauh 
Bramgrvser 
Bravs Man 
Breeding Pit 
Broken Visage 
Brmue Tablet 
Btushiand 
Bnmwvtng 
Caribou Range 
Carrion Aut> 

Castle 

f ave People 
Celestial l*rism 
Channel 
C Tiaoslaec 

< uvkr v Pntniim: Artifacts 
City of Brass 
Clockwork. Avian 
Clockwork Beast 
(lockwork Steed 


Bk 

A 

A 

W 

W 

Bk 

W 

A 

W 

Bk 

A 

L 

Bl 

A 

Bk 

Bk 

A 

L 

R 

W 

Bk 

W 

R 

A 

0 

R 

W 

L 

A 

A 

A 


U 

R 

U 

u 

R 

U 

R 

R 

V 

U 

R 

R 

R 

U 

U 

R 

R 

R 

U 

R 

U 

U 

u 

u 

u 

k 

u 

R 

R 

K 

U 


$2.00 
WOO 
$1 50 

$.50 
SI (X) 
$1.00 
$7.00 

woo 

$.50 
$1.00 
$1.00 
WOO 
$6.<X> 
$1 00 
$2.<X) 
$3.00 
$ 2.00 
$7.00 
$140 
$3.<X> 
$1.50 
Si.00 
SI, 00 
$1.00 
si.(xi 
$1.00 
$1.50 
SK.00 
$3.00 
$ 2.00 
$100 


Desert Twistci 
Detonate 
Diabolic Machine 
Dingus Kgg 
Disrupting .Scepter 
Div me Transformation 
Dragon Engine 
Dragon Whelp 
Dram Power 
Dust to Dust 
Dwarven Catapult 
Dwarves) Hold 
Dwarvcn Rums 
Dwarven Wnoponwnith 
liarth Elemental 
Eatthuuakc 
Ivbon Stronghold 
Ebony Horse 
la-iiatjaj 
IJderDnrid 
EbJet land Wurm 
1:1k in Bottle 
Elven Rwk'n 
!'J\ ish Archers. 

Energy Flux 

Evil Eye of Orms-by Gorr 
Kvil Presence 
Eye fix an Eye 
ratlex Angel 
Ikonttsu 

Past bond 


$1.(X> 

$1.00 

S1.00 

$3.00 

$3.00 

$1.00 

$100 

SUX) 

13.50 

SI.OO 

$i.oo 

$4.00 

$1 oo 
11.00 
$140 
W.OO 
$140 
$2.00 
12.00 
$3.00 
$ 3.00 
$3.00 
$140 
VWXt 
$ 1.00 
$1.00 
11-00 
12.IX) 
$2.(X) 
12.1 X) 
15.00 


Helm of Chiit/uk 
Hive, The 
Hollow Tices 
Howling Mine 
Huir Jackal 
Hurricane 

I lydrohlast 

Hypnotic Specter 
Icatian Phalanx 
kalian Store 
Icatian Town 
U:e Floe 
Inferno 

Infinite Hixirglass 
Instill Energy 
Iron Star 
Irmx law Curse 
Bland Hvh Jascuuus 
Islam! Sanctuary 
Ivory Cup 
Ivory Guardians 
Ivory Tower 
Jade Monolith 
Jalum thane 
Jiuxlor's Ring 
J;a»d»Hr\ Saddlebags 
Jaycmdac Iixne 
Jester's Cap 
Johlull Wurm 
Jokulhaims 
Joven's Tix»ls 


W 

R 

$3.00 

Clone 

Bl 

U 

$5.00 

iwdkick 

Bl 

U 

$i.no 

Juggernaut 

A 

r 

A 

R 

$2.00 

Cockatrice 

G 

R 

$3.00 

Irkkm’.s C'ane 

A 

u 

SI .00 

Jtimm Etrert 

Bk 

V 

A 

R 

$2.(X) 

Colossus of Saniia 

A 

R 

$4.00 

f'cUwui Stone 

A 

u 


Justice 

W' 

V 

A 

R 

$2.00 

(Vmquer 

R 

U 

$1.00 

Feroz’s Ban 

A 

R 

$2.00 

Juxtapiwe 

Bl 

k 

R 

U 

SUX) 

Conservator 

A 

U 

$1.00 

Eire Drake 

R 

U 

$1.00 

Karma 

W’ 

u 

G 

R 

$3.00 

Contract fnxn lie low 

Bk 

R 

$200 

Eire FJcmental 

R 

U 

SUX) 

Karplusan Direst 

E 

K 

W 

U 

$1.00 

Comrol Magic 

Bl 

U 

$1.50 

f lame Spwit 

R 

U 

SUX) 

Keltkm Warkad 

R 

u 

W' 

U 

si.oo 

Coaveruoe 

W 

u 

$1.00 

Flashftres 

R 

U 

$1.00 

Killer Bees 

G 

u 

Bl 

U 

$1XX) 

Copy Art ifni 

Bl 

R 

$6.(X) 

Hying < arpet 

A 

R 

$240 

Kismet 

W 

u 

Bk 

IJ 

$1.50 

(’<xal Helm 

A 

R 

$2 00 

Force of Nature 

G 

R 

$5.00 

Kjddoran Royal Guard 

W' 

k 

W 

R 

$2.00 

Cosmic Horror 

Bk 

R 

$1.00 

ftxgct 

Bl 

R 

$3.00 

Kjoldoran Skycaptain 

W 

u 

A 

R 

$zoo 

Counters pt‘ll 

Bl 

V 

$1 50 

Fork 

R 

R 

$15.00 

Knight of Stnxngakl 

BL 

u 

Bl 

U 

$1.50 

Craw Giant 

G 

V 

$1.00 

hxmtain of Youth 

A 

V 

$1.00 

Knrimts Bell 

A 

R 

W 

R 

$8.(X) 

Crimsoo Manticorc 

R 

R 

$3 (X) 

Eungusaur 

G 

R 

pjQO 

KikDu 

G 

R 

A 

R 

$6.(X) 

Crown of the Ages 

A 

R 

$4.00 

Fvwsiom EJdcr 

G 

U 

SUX) 

JaiKC 

W 

11 

Bk 

U 

sux) 

Crumble 

G 

U 

$1.00 

(«ea’s I jege 

G 

R 

$4.(X) 

1 and fax 

W 

R 

A 

U 

SUX) 

Cuisadc 

W 

R 

$6.00 

Game of Cliaov 

R 

R 

$340 

l^cshrac's Rite 

Bk 

U 

(i 

R 

$3.00 

Crystal Rod 

A 

U 

$1.00 

Gauntlets of Chaos 

A 

R 

$3.00 

leviathan 

Bl 

R 

K 

U 

$1.00 

Oil sod l^nd 

Bk 

u 

$1 00 

Glacial Wall 

Bl 

U 

$1.00 

Ixry Dtuid 

G 

U 

Bl 

u 

$1XX) 

Dance of Many 

Bl 

R 

$3.00 

(ilasses of Crza 

A 

U 

$1.00 

Uiurg«>yf 

G 

k 


www.iguanas-cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 
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REVISED/4TH/5TH CARD UST (cont) 


$1.00 
$3.00 
W.fX) 
17-00 
$2.50 
$ 1.00 
SkdO 
$2.50 
SktX) 
W.OO 
$3.00 
$1.00 
$4.<X) 
$3.(K) 
11 -CXI 

si oo 

$2.(X) 

$1.00 

$i.(X» 

$140 

S4.(X» 

$2.(X( 

$3.00 

$3.00 

$3.<x> 

$4.00 

$I5.(X» 

'■ 

SK.00 
$1.(X1 
$3.00 
SI.(X) 
SI 00 
$.0X1 
$1 00 
Woo 
$1.50 
$2.00 
SI IX) 
$5.(X1 
$1.(X) 

SIjOO 

$340 

S3.(X) 

$1.00 

S6.no 

Si.oo 

1UX) 

■ ■ 

$7.00 



ADVERTISEMENT 


ilrnnrrifmWwrwri 


(continued on next page) 
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IGUANAS MAGIC CATALOG • ORDER NOW CALL 888-8JGUANA 


REVISED/4TH/5TH CARD UST (cont) I REVISED/4TH/5TH CARD UST (cont) I ARABIAN NIGHTS CARD LIST (cont) | ANTIQUITIES CARD LIST (coot) 



Card Title 


Color Km* IVkr 


Card Thle 


Color Km* Price 


Can! Title 


Color Km* Price 


Card ntle 


Library of Long 
lafcforec 
Lifelace 
lafetap 

laving Artifact 
laving Lands 
I jving Wall 
laxd of Atlantis 
laxd of the Pit 
lotre 

Magical Hack 
Magnetic Mountain 
MatfU* of the Unseen 
Manamoti Djinn 
Mana Clash 
Mana Hare 
Mana Short 
Mana Vault 
Manahaihs 
Mtfbmn e 
Miiae Djinn 
Muktooe 
MiikJ Bomb 
Muid Twist 
Mind Warp 
Mishra's Factory 
Mishra's War Machine 
Mole Wotrm 
Nccropotencc 
Nether Shadow 
Nettling Imp 
Ncvtnyrrai’v Disk 
Nightmare 
Northern Paladin 
Ga»u 

Obelisk of Undoing 
Obsianus Golem 
Ontdet 

Orcish Artillery 
Otvish Captain 
Orcish Onflamme 
Orcish Squatters 
Order of the Sacred Torch 
Order of tfie WTiitc Shield 
Onq* 

Ormthontcr 
Osai Vultures 
Pentagram of the Ages 
Personal Incantation 
Iluurtastnal Inwees 
Phantom Monster 
Pirate Ship 
Plateau 
Power Surge 
Pox 

Primal Clay 
Primal Outer 
Primorditd Ooze 
Pskmic Entity 
Pure luce 
Pyroblast 
Pyrotechnics 
Rabid Wombat 
Rack. The 
Radjan Sprit 
Rag Man 
Rebirth 
Recall 

Red Mana Battery 
Red Wanl 
Regrowth 
Relic Bind 
Resurrection 
Reverse Damage 
Reverse Polarity 
Righteousness 
Roc of Khcr Ridges 
Rock Hvdra 
Rocket I amneher 
Rixl of Ruin 
Royal Assassin 
Ruins of Trokatr 
Sacred Boon 
.Sacrifice 
Sand Silos 
Savannah 
Savannah Lions 
Scavenging Ghoul 
Scrubland 
Sea Spirit 
Sea Sprite 
Seavmger 
Sedge Troll 
Segovian leviathan 
Sengir Autixrut 
Scngir Vampire 
Sctaph 

Scretulib Efrcet 
Serpent Generator 
Scrra Angel 
Scrra Bestiary 
Scrra Paladin 
Shapcshiftcr 
Shattcrstorui 
Shi van Dragon 
Sibilant Spirit 
Simulacrum 
Simihad 
Siren’s Call 
Skull Catapult 
Sleight of Mind 
Sarnie 
Sot Ring 
Sorceress Queen 


A 

G 

G 

Bl 

G 

G 

A 

Bl 

Bk 

G 

Bl 

R 

B! 

Bl 

R 

R 

Bl 

A 

K 

A 

R 

A 

Bl 

Bk 

Bk 

L 

A 

Bk 

Bk 

Bk 

Bk 

A 

Bk 

W’ 

A 

A 

A 

R 

R 

R 

R 

W 

W 

R 

A 

W 

A 

W 

Bl 

Bl 

Bl 

L 

R 

Bk 

A 

G 

R 

Bl 

W' 

R 

R 

G 

A 

G 

Bk 

G 

B! 

A 

W 

G 

Bl 

W 

W 

w 

w 

R 

R 

A 

A 

Bk 

L 

W 

Bk 

L 

L 

W 

Bk 

L 

Bl 

Bl 

Bl 

R 

Bl 

Bk 

Bk 

W 

Bl 

A 

W 

w 

W 

A 

R 

R 

Bl 

Bk 

Bl 

Bl 

A 

Bl 

R 

A 

Bk 


U 

U 

R 

U 

R 

R 

U 

R 

R 

U 

R 

R 

R 

R 

R 

R 

R 

R 

R 

R 

R 

R 

U 

K 

V 

U 

R 

U 

K 

R 

I 

R 

R 

R 

U 

R 

U 

K 

U 

u 

u 

R 

K 

U 

R 

U 

U 

R 

R 

U 

U 

R 

R 

R 

R 

R 

R 

U 

R 

R 

U 

u 

U 

u 

u 

R 

R 

R 

R 

U 

U 

R 

U 

R 

U 

R 

R 

R 

R 

U 

R 

U 

U 

U 

R 

R 

R 

U 

R 

U 

U 

u 

R 

U 

R 

U 

R 

R 

R 

U 

IJ 

U 

U 

U 

R 

R 

U 

U 

U 

u 

R 

R 

U 

R 


$1 00 
$1.00 
SI 00 
$1.00 
$3.00 
§2j00 
SI.00 
$3.50 
$ 6.00 
Sl.00 
$4.00 
$2.00 
$3.00 
$6.00 
$3.00 
$4.00 
$3.00 
$4.00 
$3.00 
$4.00 
$3.00 
$6.00 
$1.00 
$ 2.00 
$1.00 
$4,00 
$2.00 
$1.00 
$8.00 
$4.00 
$2.00 
$10 
$6.00 
$4.00 
SLOT) 
$3.00 
$1.00 
&00 
$ 1.00 
$1.00 
$1.00 
$5.00 
$4.00 
$1.00 
$3.00 
$1.00 
$1.00 
$3.00 
$3.00 
$1.00 
$1.00 
$2.00 
$14.00 
$3.00 
$4.00 
$2.00 
$5.00 
■ I 

$2.00 
$1.00 
si.no 
$j oo 
$i oo 
$1.00 
$1.00 
ifejOG 
$2.00 
$4.00 
$3.00 
$.50 
$3.00 
$3.00 
$1.00 
$4.00 
$1.00 
$3.00 
$6.00 
$7.00 
$3.00 
$1.00 
$9.00 
$1.(X) 
$1.00 
SI.00 
$4.00 
$13.00 
$6.(X) 
$1.00 
SlUX) 
$1.00 
$1.00 
$1.50 
$ 6.00 
$UX) 
$4.00 
$3.50 
$6.(X) 
$7.(X) 
$3.00 
$4.50 
$1.00 
$1.00 
$1.00 
$1.00 
$12 00 
$4.00 
$1.00 
$I.(X) 
$1.00 
$1.00 
$4 .(XI 
$3.00 
$ 6.00 
$5.00 


Soul Net 
Spun lank 
Spirit Shackle 
Stampede 
Slam 

Steal Artifact 
Stone Giant 
Stone Spmt 
Strip Mine 
Strumgald Cabal 
SulfurtxiN Spnnes 
Sunglavio uf Urza 
Svyelumte Temple 
Su\wih to Plowshares 
Sylvan library 
Taiga 

Tawtaw* W and 
Tnuin'i Weaponry 
Tempest Fircet 
Tetravu* 

Thicket Basilisk 
Ihoughliacc 
Throne of Bone 
Thru 11 Retainer 
Timber Wolves 
lime Bomb 
lime Picmrnt.il 
Titama’v Song 
Ttiskeiiitn 
Tropical Island! 

Truce 

Tsunami 

Tundra 

Tunnel 

Uncle htvan 

Underground River 

Underground Sen 

Untamed Wikis 

Urza’s Avenger 

Una's Bauble 

Utbden Troll 

Vcrduran En c hant re w 

Vesuvan Doppeigangcr 

Vctcran Bodyguard 

Visions 

Vulcanic Fauption 
Volcanic Island 
Wall of Air 
W'all of Bone 
Wall of Bramhks 
Wall of Fire 
W'all of Ice 
Wall of Stone 
Wall of Swords 
W all of W ater 
Wanderlust 
Wwp Artifact 
Water Elemental 
Web 

W heel of Fortune 
Whirling Dcrvisli 
White Knight 
W hite Ward 
Will-O* The-Wisp 
Wind Spint 
Winds of Change 
Winter Blast 
Winter Orb 
Wol venae fVk 
Wooden Sphere 
Word of It lasting 
Wrath of God 
Wretched, The 
W> lull Wolf 
Xcmc Poltergeist 
Zomhtc Master 
Zur’s Wcmhng 


A 

W 

Bk 

G 

Bl 

Bl 

R 

R 

L. 

Bk 

L 

A 

L 

W 

G 

L 

A 

A 

K 

A 

G 

Bl 

A 

Bk 

C» 

A 

B! 

G 

A 

R 

W 

G 

L 

R 

Bk 

L 

L 

G 

A 

A 

R 

G 

Bl 

W 

W 

Bl 

L 

Bl 

Bk 

G 

R 

G 

R 

W 

Bl 

G 

Bk 

Bl 

G 

R 

G 

W 

W 

Bk 

Bl 

R 

G 

A 

G 

A 

R 

W 

Bk 

G 

Bk 

Bk 

Bl 


$1.00 
$2 50 
$1.00 
$3 00 
$4.00 
$1.00 
$100 
$1.00 
$3.50 
$3.00 
$8.00 
$2.00 
$1.00 
$2.00 
$5.00 
$14.00 
$1.00 
$1.00 
$2.00 
$300 
$1 00 
$1.(X) 
$1.00 
$100 
$3.00 
$4.00 
$7.00 
$2.50 
$2.50 


$13 00 
R $3.00 
$1.00 
$14.00 
$1.00 
$1.00 
$ 8.00 
$14.00 
$1.00 


U 

R 

U 

U 

R 

R 

U 

R 

U 

U 

R 

R 

R 

U 

R 

R 

U 

u 

u 

u 

u 

u 

u 

u 

u 

R 

U 

R 

R 

U 

U 

U 

R 

U 

R 

u 

R 

U 

U 

U 

R 

R 

R 

R 

R 

R 


$4.00 
$1.00 
$1 00 
$2.00 
$!K.OO 
$4.00 
$1.00 
$2.00 
S 14.00 
$1.00 
$1.00 
$1.00 
$1.00 
$1.00 
$1.00 
$1.00 
$1.00 
$1.00 
$3.00 
Sl.00 
$3.00 
$11.00 
$2.00 
$2.(X) 
$.50 
$5.00 
$1.00 
$3.00 
Sl.00 
$4jOO 
SI.(XI 
Sl.00 
$1.00 
$9.00 
$5.1X1 
$5.00 
$3.00 
$3.00 
$5.(M) 


lU-lfapkj 

Elephant Ciraveyard 
Ere Raiders (a) 

Ertmam Djinn 
Eye for an Eye 
Fishhver Oil (a) 

Flying Carpet 
Flying Men 
GfuuMn Ogre 
Giant Tort owe (a) 

Guardian Beast 
Hasran Ogres* (a) 

Hurr Jackal 
lfh Biff Fired 
Wand Fish J a worm is 
Island of Wak Wak 
Jamkx’* Rmg 
Jantkx’s Saddlebags 
Jeweled Bird 
Jihad 

Junun Efroct 
J u/a in Djinn 
KhaWl Ghoul 
King Suleiman 
Kin) Ape 

l jbrary of Alexandria 
Magnetx.' Mountain 
Merchant Ship 
Metamorphosis 
Mijar Djinn 
Moorish Cavalry (a) 

Mountain 
Nafs Asp (a) 

Oasis 

Old Man of the Sea 
Oubliette (a) 

Piety (a) 

Pyramids 

Repentant Blacksmith 
Ring of Ma’rtif 
Rukh Egg (a) 

Sandals of Abdallah 
Sandstorm 
Serendib Diinn 
Sctendib Hlncei 
Shahra/ud 
Sindh.*] 

Singing Tivc 
Sorceress Queen 
Stone Throw mg Devils (a) Bk 
Unstable Mutation Bl 

War Elephant (a) W 

Wyhili Wolf (a) G 

Yowen Efrcet R 


Bk 

L 

Bk 

G 

W 

Bl 

A 

Bl 

G 

Bl 

Bk 

Bk 

R 

G 

Bl 

L 

A 

A 

A 

W 

Bk 

Bk 

Bk 

W 

R 

L 

R 

HI 

G 

R 

W 

N 

G 

L. 

Bl 

Bk 

W 

A 

W 

A 

R 

A 

G 

Bl 

Bl 

W 

Bl 

G 

Bk 


U 2 $5 00 

U 2 $34 00 
C 3 $100 

U 2 $29 00 
U 3 $4.fX) 

C 3 $1.00 

U 3 $5-00 

C 5 $6.00 

C 4 $1.00 

C 3 $1.00 

U 2 $65 (X) 
C 3 $100 

C 4 $1.00 

U 2 $34.00 
U 2 $4.(X» 

U 2 $44.00 
U 2 $6.00 
U 2 $6.00 

U 3 $4.00 

U 2 $45.(X) 
U 2 $8 00 

U 2 $189.00 
IJ 3 $34.00 
U 2 $24.00 
C 5 $2.00 

U 3 $99.00 
U 3 $5.00 

U 3 $8 00 

C 4 $1.00 

U 2 $8.<X> 

C 4 $2.00 

Cl $11.00 
C 3 $1.00 

U 4 $4.00 

U 2 $.34 .(X) 
C 2 $3.00 

C 3 $1.00 

U 2 $24.(X) 
U 2 $6.00 

U 2 $34.00 
C 3 $17.00 
U 3 $7.00 

C 4 Sl.00 

U 2 $29.00 
I 2 $29.<X) 
U 2 $24.00 
U 3 $5.(X) 

U 2 $.Vi.(XI 
U 3 $11.00 
C 3 $4.00 

C 5 $1.00 

C 3 $2.00 

C 4 $5.00 

U 2 S14.W 


strip Mine. , 

Strip Mint*. 

Stnp Mine. •«*■*«»• 
Strip Mine, ■*■»*«»• 
Su-Clu 

Tawmw’s Coffin 
TawnaCs Wand 
Tawno*‘s Weaponry 
Ictravus 
litanu's Song 
Transmute Artifact 
Tnskehon 
Ur/a’* Avenger 
Ur/a’s Miter 
Wall of Spears 
W eak stone 
Xcmc Poltergeist 
Yawgmoth IVmon 


LEGENDS CARD LIST 

Booster Pack 
Booster Box 
Complete Set 
Italian Legends Pack 
Italian Box 
Commons not listed 


Color 

Km* 

Prict 

L 

U 1 

$18® 

L 

U 1 

$7® 

L 

Cl 

SIS® 

L 

U1 

SIS® 

A 

U 3 

58® 

A 

Ul 

$22® 

A 

U 3 

$3® 

A 

U 3 

$3® 

A 

U 1 

$7® 

0 

U 3 

54® 

Bl 

U 3 

$2® 

A 

U 1 

55® 

A 

U 1 

56® 

A 

U 1 

V . 

A 

U 3 

88 

A 

U 3 

$3® 

Bk 

U 3 

$3® 

Bk 

U 1 

560) 


Card Till** 


Color Karin Prict 


ANTIQUITIES CARD LIST 

Booster Pack 

$16.95 

Booster Box 

$879.00 

Complete Set 

$289.00 

Commons Not Listed 

$1.00 

Card Title Color 

Karin Price 


Atgtvian Archeologist W 

Argrvian Blacksmith W 

Amiageddoo Clock A 

Ashnod’s Altar A 

Ashinxi’s Battle Gear A 

Ashnod’s Trammogrant A 

Alog R 

Bron/e Tablet A 

Candelabra of Tawnos A 

Circle Protection: Artifacts W 


ARABIAN NIGHTS CARD LIST 


Booster Pack 
Booster Box 
Complete Set 


Card Iltle 


$79.00 

$3995.00 

$945.00 


Citanul Druid 
Clockwork Avian 
Colossus of .Sardia 
Gwl Helm 
Cursed Rack 
Damping Held 
IXttHiate 


G 

A 

A 

A 

A 

W 

R 


U I $37.00 
C 4 $2.00 

(J2 $-3-00 

U 2 $3.<X) 

U 2 $3.iX) 

U 3 $3.0t> 

C 4 $1.(X) 

U 1 $5.00 

U I $44.00 
V 3 $5.(X) 

U 3 $3.00 

U 1 $8.00 

Li I $12.(X> 
U 1 $5.(X) 

C1 pj(© 
i; 3 $2.(X) 

U 3 $3 .(XI 


Abomination Bk 

Abyss. Ihe Bk 

And Rain Bl 

Adun Oakrnshtcld M 

Adventurer*’ Gurldhousc L 
Akron legionnaire W f 

A1 ahara's Carpet A 

Alchcx’s Tomb A 

AH 1 fallow\ Eve Bk 

Angelic Yokes W 

Angus Mackenzie M 

Ann-Magic Aura Bl 

Artxxia O 

Arcailcs Sabboih M 

Atom of the Ancients A 

Avt*Ki Hite 

Axelrod (iunnarson M 

Ayesha Tanaka M 

Azure Drake Bl 

Bai'kdraf't R 

BiKkliie Bl 

B;ukt«xXh Warbcaid M 

Bartel Runeaxe M 

Beasts of Bosnian K 

Black Mana Balterv A 

Blight Bk 

Bkxtd Lust R 

Blue Mana Battery A 

Btxis Devilboon M 

Brine Ifag Bl 

Btm/r Hone A 

Carrum Ants Bk 

Cathedral of Scrra 
Caverns of Despair R 

Orain Uchtnmg 
Chains of Mephisu»j>heles Bk 


( Tmmiium 
Cleanse 
Cooocni 

Concordant CnossnvuLs 
Cosmic Htxnx 
Craw Giant 
Crevasse 
CriniMMi Kobolds 
Crimson Manticixc 
CrvoksJvank Kobolds 
Dtikkon Bl.u kbladc 
Darknevs 
Deadfall 

Demonic Torincnt 
lhshamwmv 


U 

K 

R 

R 

IJ 

R 

K 

R 

R 

R 

K 

C 

IJ 

R 

R 

C 

R 

R 

IJ 

U 

U 

U 

R 

U 

U 

U 

u 

u 

R 

U 

K 

R 

U 

R 

C 

R 

R 

R 

U 

R 

R 

U 

U 

C 

R 

C 

K 

C 

u 

u 

R 

R 


Abu Jatar 
Aladdm 

Aladdin’s I ounp 
Aladdin’s Ring 
Ali BaW 
AH from Cairo 
Army of Allah (a) 
Ba/aas of Baghdad 
Bird Maiden (a) 
Bottle of Suleiman 
Brass Mon 
CTamel 

C’ny in a Bottle 
City Brass 
Cuomhau Witches 
Cyclone 

Dancing Ssnmitur 

Dandan 

Desert 

Desert N**mads 
Desert TWister 
Diamond Valley 
Drop of Honey 
Ebony Htxse 



m 


Energy Flux 

Bl 

U 3 

$2.00 

Divmc Transforms! mu 

W 

R 

trior 

Rwih 

IVitr 

Fcldtm’s Cane 

A 

C 1 

$6.00 

Dream C’oat 

Bl 

U 

. 

— 

1 

Gaea’s Avenger 

G 

U 1 

$14.(X) 

ITwarven Song 

R 

I 




Gate of Ftryrcxia 

Bk 

U 3 

$5.(X) 

Elder l omd Wurm 

W 

R 

W 

U 3 

$7.(X> 

Gui4m Artisans 

R 

U 3 

$2.00 

likler Spawn 

Bl 

1 

R 

U 2 

$9.00 

GulgtXhian Syiex 

A 

U 1 

$8.00 

FJvcn Riders 

G 

R 

A 

U 2 

$5.00 

Haunting Wuxi 

Bk 

U 3 

$4.(X) 

liquiuox 

W 

C 

A 

U 2 

$5.00 

liuriyl’s Recall 

Bl 

U 1 

$3.(X> 

Eternal Warrux 

R 

U 

R 

U 3 

$8.00 

Ivtxy Tower 

A 

U 3 

$6.(X) 

Eureka 

G 

R 

R 

U 2 

$79.00 

Jalum Tome 

A 

U 2 

$5.<X) 

Evil Eye of Onus Bv-Gcxr Bk 

U 

W 

C 3 

$7.00 

Martyrs of Kuril* 

W 

U 3 

$4.00 

Fallen Angel 

Bk 

U 

L. 

U 3 

$24.00 

MinMone 

A 

U 3 

$4.(X) 

Falling Star 

R 

R 

R 

C 2 

$2.00 

Millsttme 

A 

U 3 

$10.(X> 

Field of Dream* 

Bl 

R 

A 

U 2 

$5.00 

M Win’s Factory, autumn 

L 

U 1 

$19.(X) 

f uestonn I’hocnrx 

R 

R 

A 

U 3 

$4.(X> 

Mishra's Factory, spring 

L 

C 1 

$9.00 

Ekxal Spu/zem 

C, 

U 

W 

C 5 

$1.00 

Mishra’s Factory, summer 

I. 

U l 

$19 00 

lkxeth<Hight Amulet 

A 

R 

A 

U 2 

$18.00 

Mishra’s F’acturv. winter 

L 

' 

$22 00 

Fortified Area 

W 

U 

L 

U 3 

$24.(X) 

Mishra’s War Machine 

A 

U 1 

$4.00 

Frost Giant 

R 

U 

Bk 

C 4 

$1.00 

Mishra’s Workshop 

L 

U 1 

$31.00 

Gabriel Angclftre 

M 

R 

G 

U 3 

$4.00 

Obelisk of Undoing 

A 

U 1 

$7.00 

Gauntlets of Ovaos 

A 

R 

A 

U 2 

$4.00 

Onulet 

A 

IJ 3 

$2.00 

Gosta Dirk 

M 

R 

Bl 

C 4 

$1.(X) 

Power Artifact 

Bl 

U 3 

S4(X) 

Gravity Sphere 

R 

R 

L 

C 11 

SUOO 

Pr>werlcech 

G 

U 3 

$4.(X) 

Great tvfender 

W 

IJ 

R 

C 4 

S2.00 

Primal CTay 

A 

U 3 

$3.00 

(Treat Wall 

W 

U 

G 

U 3 

$7.00 

Rack. The 

A 

U 3 

$3 00 

Cmsaer Reahn of Preservatim W 

V 

L 

U 2 

$74.(XJ 

Rtvkct l-aunchcr 

A 

IJ 3 

$6.00 

Greed 

Bk 

R 

G 

U 2 

$38.(X) 

vShapeshifter 

A 

U I 

$5.00 

Green Mana Buttery 

A 

U 

A 

U 2 

$5.00 

Sh^teruonn 

R 

l) 1 

$500 

Gwvndlyn Di Cora 

M 

R 


$3 00 
$690) 
$1900 
$140) 
S3XC 
$90) 
$900 
$916 
$44 I) 
$9(6 
$1500 
$2(0 
$5 JO 
$1600 
56 00 
$226 
S9.0U 
$ 70 ) 
$3® 

5300 
$.3® 
54® 
$14.00 
S3® 
54® 
$:3® 
S6® 
$4® 
$14® 
$4.® 
$ 6 ® 
$ 10 ® 
$4® 
$9® 
$4® 
$27.. v 
5M-. 

$17® 

$3® 

$ 11 ® 

$7.® 

$5.0) 

$3® 

$2.0) 

$8® 

$2® 

$16® 

52® 

52® 

$3® 

$7® 

$ 11 ® 

$11® 

$4® 

$3® 

58. ® 
$ 8 ® 

59. ® 
S3® 
$3® 

$37.® 

$ 4 .® 

$4.® 

$ll«' 

$14® 

529® 

$3® 

$ 11 ® 

$3® 

$3® 

$9® 

$ 8 ® 

511® 

$19® 

S3® 

$3® 

$ 8 ® 

$9® 

$4® 

$19® 


www.iguanaS'Cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 
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LEGENDS CARD LIST (cont.) 


LEGENDS CARD UST (cont) 


THE DARK CARD UST (coot) 


tvdntk 


Color Rarity Price 


HjMAwc 
tUsnnvrtmin 
ILucaw Tarar 
Heaves’* Cage 
Hrtl'* Caretaker 
Hdlfrc 

1km of Deafening 
1km* of Herron 
Ikavdinf Gwmcoc* 

Hvjwkto Bladwanid) 

kbnrumcr Pniki 
liopcisoo 

la the Eve of Chao* 

Lxfenttl McAisa 
{afiime Awiwrtty 
Invoke Prejudice 
horv (iutfdians 

Jjqort k Vert 

j>Mrunc Boreal 
JedaOjanen 
Jeiwd of the Ck*cd Hsi M 
u*jo M 

Evil 
Jaxfc®o*c 
Km» 

KjKiwr the Ume WWf 
KciTakahad* 

KilicrBeo 
Kivnet 

Kwwtedge Vault 


Kri**I Drill Scrycant 
KeMd Ovcrkro 
Kibokl TavL master 
KnhoUv of Khcr Keep 
KiySfett 
LadvCakria 
Ijvds 1 vangeia 
l>t% .-i the Mountain. The M 
M 
HI 
W 
K 
Bk 
A 
A 
W 
G 
M 
M 
B1 
A 
A 
M 
G 
A 
W 
Bk 
L 
R 
M 
Bk 
M 
A 
A 
M 
B) 
M 
N 
W 
G 
A 
G 
W 
R 
M 
B1 
B1 
Bk 
R 
G 
G 
M 
M 
M 
W 
M 
R 
G 
Bl 
A 
G 
A 
BJ 
W 
Bl 
G 
Bl 
W 
A 
M 
M 
M 
L 
N 
W 
Bl 
A 
A 
W 


Ladv Orca 
Lrd fufiiltUrnim 
Land Tax 
U vi'i Edge 

lessor Werewolf 
DfcCfcjsel 
1 Me Item 
lifcHood 
lnmg Plane 
LhonvaSikx* 
lord ktagna* 

VUra Drain 
Mjtj Matrix 
Marble Pncst 
feritt* Fi*fcigoa 
Master of die Hunt 
SUiwUwvcne 
Moat 

MAI Demon 
:. . . ... : 
Munaain Yeti 
Scbudodaemr 
NetherMiid 
SxoJ Bolts 
V»th Star 
Sosa Tentacle 
Wladta-Mor* 

Par Water 
IVd Maliki 
fetWiavtn 
Pew Sphinx 
PiueCwcn 
Placard** 

BtaJbfc Gypsies 
Pretence «the Master 
Pbrnonlul Owe 
Pnacesv Lucnaia 
ISaoruc Eathv 
Pbppct Master 

SuS^Trroch Gnomes 
Rabid Wombat 
8^4* Spirt 
Rapur 

iwww DePictro 
Sarmcr Ovrrdark 
Rapid Eire 

Rasputin Dreamweaver 
nfa H-n verier 

Rebirth 

Recall 

Red Maw Battery 
Heuxwr nation 
Rcik Barrier 
ReiK- Bind 

Serous* Enchantment* 
Reset 

Revelation 
Rewafecratjun 
Righteous Avenger* 
of Immortals 
Knen Turnbull 

of Khcr Keep 
jWwia Soulungcr 
xa King's Blcismc 

tST'*' 

Scpnian Levudtaa 
Sentinel 

(kaeraiw 
Shield WaJl 

Night Stalker 

SlvandW of Eheryn 
f'tn Scar/am 


SoTkaur the Swamp King M 


R 

U 

R 

U 

R 

R 

R 

U 

U 

U 

U 

R 

R 

U 

R 

R 

U 

R 

U 

U 

u 

R 

R 

R 

U 

U 

R 

R 

U 

R 

U 

R 

U 

c 

u 

R 

R 

U 

U 

R 

U 

R 

U 

U 

R 

R 

R 

R 

U 

U 

R 

U 

U 

R 

R 

R 

R 

U 

U 

R 

R 

R 

R 

R 

R 

U 

U 

U 

R 

R 

R 

U 

u 

u 

u 

R 

U 

U 

R 

U 

u 

R 

U 

R 

R 

R 

U 

R 

R 

U 

U 

U 

U 

c 

u 

R 

R 

U 

R 

U 

R 

R 

U 

U 

u 

u 

R 

R 

U 

U 

u 

u 

u 

R 


SI 3.00 
$5.00 
$14.00 
$5.00 
$14.00 
$24.(K) 
$4.00 
$4.00 
$4.00 
$3.00 
$3.00 
$9.00 
$9.00 
$6.00 
$13.00 
$16.00 
$3.00 
$11.00 
$4.00 
$4.00 
$4.0 
$9.00 
$14.00 
$6.00 
$5.00 
$4.00 
$ 8.00 
$10.00 
$3.00 
SI 1.00 
$ 11.00 
$19.00 
$11.00 
$2.00 
$3.00 
$11.00 
$11.00 
$4.00 
$4.00 
$15.00 
$12.00 
$11.00 
$6.00 
$4.00 
$9.00 
$16.00 
$22.00 
$11.00 
$4.00 
$45.00 
$9.00 
$3.00 
$3.00 
$22.00 
$89.00 
$64.00 
$9.00 
$3.00 
$3.00 
$8.00 
$49.00 
$17.00 
$14.00 
$17.00 
$14.00 
$3.00 
$3.00 
$6.00 
$8.00 
$9.00 
$16.00 
$3.00 
$ 5.00 
$3.00 
$4.00 
$8.00 
$3.00 
$3.00 
$9.00 
$3.00 
$3.00 
$12.00 
$3.00 
$15.00 
$8.00 
$13.00 
$4.00 
$7.00 
$9.00 
$4.00 
$3.00 
$6.00 
$4.00 
$2.00 
S4.(X> 
$5.00 
$12.00 
$4.00 
S 14.00 
$4.00 
$13.00 
$12.00 
$3.00 
$3.(K> 
$3.00 

$3.00 

$7.00 

$9.00 

$2.00 

$3.00 

$3.00 

$3.00 

$2.00 

$15.00 


Card Title 

Color 

R** 

y Price 

Spectral Cloak 

Bl 

U 

$7.00 

Sptnal Villain 

R 

R 

$13.00 

Spirit l ink 

W 

U 

$6.00 

Spiritual Sanctuary 

W 

R 

$9.00 

Stangg 

M 

R 

$10.00 

Storm Seeker 

G 

U 

$5.00 

Storm W*,a1d 

R 

R 

$12.00 

Sunastian Falconer 

M 

U 

$3.00 

Swtwd of the Age* 

A 

R 

$33.00 

Sylvan lihriuy 

G 

U 

$7.00 

Sylvan Pandiae 

G 

U 

$34)0 

Syphon Soul 
lahcnuclc at ftwkrfl Vile. 

Bk 
TW L 

C 

R 

$2.00 

$32.00 

Tacklemaggot 

Bk 

U 

$3.00 

Telekinesis 

Bl 

R 

$8.00 

Teleport 

Bl 

R 

$8.00 

Temper Efreet 

R 

R 

$7.00 

Tet.su*> Umezawa 

M 

R 

$1700 

Thunder Spirit 

W 

R 

$36.00 

Time Fie mental 

Bl 

R 

$12.00 

I’ohias Andrion 

M 

U 

$3.00 

Ttvlaria 

L 

U 

$5.00 

Toi Wauki 

M 

u 

$3.00 

Torsten Von l rvus 

M 

u 

$3.00 

Touch of Darkness 

Bk 

u 

$3.00 

Triassk Hgg 

Tliknir I>ea3ikvk 

A 

M 

R 

R 

$6.00 

$12.00 

TvplKxvn 

G 

R 

$9.00 

Undertow 

Bl 

U 

$3.00 

Uixjkjrworld IVcams 

Bk 

U 

$29.00 

Unholy Citatlel 

L 

U 

$3.00 

Untaniwl Wilds 

G 

U 

$3.00 

Ur-Drago 

M 

R 

$12.00 

Uiborg 

L 

U 

$5.00 

Vacvictis Asmadi 

M 

R 

$13.00 

Visions 

W T 

U 

$2.00 

Vrxxkxv Doll 

A 

R 

$8.tK) 

Wall of Dust 

R 

U 

$3.00 

Wall of Light 

W 

U 

$3.(X) 

Wall of Opposition 

R 

R 

$6.00 

Wall of Putrid Flesh 

Bk 

U 

$3.00 

W all of Tombstones 

Bk 

U 

$3.00 

Wall of Wonder 

Bl 

U 

$3.00 

W hirling Dervish 

G 

U 

$6.00 

White Mana Battery 

A 

u 

$4.00 

Willow Satyr 

G 

R 

$14.00 

WitxN of Oiangc 

R 

U 

$4.00 

Winter Blast 

G 

R 

$11.00 

Wood Hlemeiual 

G 

R 

$9.00 

Wretched. The 

Bk 

R 

$18.00 

Xira Anen 

M 

R 

$9.00 

THE DARK CARD LIST 

Booster Pack 

Booster Box 

Complete Set 

Commons Not Listed 

$6.95 

$349.00 

$129.00 

$1.00 

Card Title 

Color 

Rarity 

Price 


Amnesia 
Angry Mob 
Apprentice Wizard 
Ball Ughtuing 
Banshee 
Bari's Cage 
Blood Moon 
Blood of the Martyr 
Bone Mute 
Bixik of Ras* 

Brothers of Fire 
Cave IVivpIe 
City of Shadows 
Cleansing 
Coal Golem 
Curse Artifact 
Dance of Many 
Dark Splierc 
Diabolic Machine 
Plater of the Dead 
Electric Eel 
Elves of Deep Shadow 
Eternal Flame 
Exorcist 
Fallen. The 
Fasting 

Fell war's Stone 
Fire and Brimstone 
Fire Drake 
Flood 

Fountain of Youth 
Frankenstein's Monster 
Goblin Wizard 
Cirave Robbers 
Hidden Path 
Inferno 

Knights of Thom 
Leviathan 
Ijving Armor 
Irnrkcr 
Mana (lash 
Mana Vortex 
Martyr's Cry 
Maze of 1th 
Mcrfolk Assassin 
Mind Bomb 
Nameless Race 
Necropolis 
Niall Silvain 


Bi 

U 

2 

$5.00 

W 

IT 

2 

$2.00 

Bl 

u 

1 

$2.00 

R 

u 

1 

$14.00 

Bk 

u 

2 

$2.00 

A 

u 

1 

$2.00 

R 

u 

1 

$6.1*) 

W 

u 

2 

$2.00 

A 

u 

2 

$2.00 

A 

u 

2 

$2.00 

R 

u 

2 

$2.00 

R 

u 

2 

$2.00 

L 

u 

I 

$5.00 

W 

u 

1 

$5.00 

A 

u 

-? 

$2.00 

Bk 

u 

2 

S2.<*> 

Bl 

u 

I 

$4.00 

A 

u 

2 

$2.00 

A 

r 

2 

$2.<M) 

Bk 

u 

2 

$2.00 

Bl 

u 

2 

$2.00 

G 

u 

2 

$7.00 

R 

u 

I 

$3.00 

W 

u 

1 

S5.00 

Bk 

u 

2 

: 

W 

u 

2 

$2.1X1 

A 

u 

2 

$3.00 

W 

u 

2 

$2.00 

R 

u 

2 

$2.1X1 

G 

u 

2 

$3.00 

A 

u 

2 

$2.1X1 

Bk 

u 

1 

$10.00 

R 

t; 

1 

$7.1X1 

Bk 

u 

I 

$53X1 

G 

u 

l 

$8.00 

R 

u 

1 

$4.00 

W r 

u 

1 

$7.00 

Bl 

u 

1 

$7.1X1 

A 

u 

2 

$2.1XJ 

G 

u 

1 

$6.00 

R 

u 

I 

S5.1X) 

Bl 

u 

1 

$5.00 

W r 

u 

1 

$5.1*1 

L 

c 

1 

$13.00 

Bl 

u 

2 

$5.00 

Bl 

u 

I 

$4.00 

Bk 

u 

1 

$6.00 

A 

u 

2 

$2.1X1 

G 

u 

1 

$6.00 


Card Title 

Color 

Rarity 

Price 

Ore General 

R 

U 2 

$3 00 

People of the Woods 

G 

U 2 

$5.00 

Preacher 

W 

U 1 

$12.00 

PsvcHk' Allergy 

Bl 

U 1 

$5.00 

Rag Man 

Reflecting Minor 

Bk 

U 1 

$4.00 

A 

U 2 

$2.00 

Runes word 

A 

U 2 

pjQO 

Safe Haven 

L 

U 1 

$4 00 

Scarecrow 

A 

If 2 

$:.<x) 

Scarwood Bandits 

G 

U 1 

$6.00 

Scarwood Hag 

Season of the Wnch 

G 

U 2 

$2 00 

Bk 

U 1 


Sisters of the Flame 

R 

U 2 

$2.00 

Skull of Omi 

A 

V 2 

$6.00 

Sorrow ’s l*alh 

L 

U 1 

$5.00 

Spitting Slug 

G 

U 2 

$2.00 

Standing Stimes 

A 

U 2 

$2.00 

Stooe Cak-miar 

A 

U I 

$10.00 

Tangle Keln 

Tivadar's Crusade 

Bl 

W 

U 2 
U 2 

$200 

$2.00 

Tormod's Crypt 

A 

U 2 

$2.00 

Tower of Conrall 

A 

U 2 

$2.00 

Tracker 

G 

V 1 

$8 00 

Uncle Isivan 

Bk 

U 2 

$2.00 

Wand of 1th 

A 

U 2 

$3.00 

War Barge 

A 

U 2 

$5.00 

WhippiKirwill 

W itch Hunter 

G 

W 

U 2 

U 1 

$3 00 
$300 

Worms of tltc liartli 

Bk 

U 1 

15.00 

Wormwxvod Tnrefolk 

G 

U 1 

$5.00 

FALLEN EMPIRES 

CARD 

LIST 


Booster Pack 


$ 

1.00 

Booster Box 


$46.95 

Complete Set 


$59.95 

I Commons Not Listed 


$50 

Card Tith 

Color 

Rarity 

lYLr 

Arohpile 

A 

U 1 

W.00 

Balm of Restoration 

A 

U 1 

$2.00 

Bottomless Vault 

L 

U l 

$5.00 

Breeding Pit 

Bk 

U 3 

$3.00 

Conch luwn 

A 

U 1 

$2.00 

Deep Spawn 

Bl 

U 3 

$1 00 

Delu’s Cube 

A 

U 1 

$200 

Derekvr 

Bk 

u 1 

$4.00 

Draconian Cyiix 

A 

V 1 

$2.00 

Dwarvea Armorer 

R 

U 1 

$24)0 

Dwarven < ataph 
Dwarven Hold 

R 

U 3 

$1.00 

L 

U I 

$5 (*) 

I>wurvcn Lieutenant 

R 

U 3 

$1.00 

Dwarven Ruins 

L 

U 2 

$2.00 

Hhon Praetor 

Bk 

U 1 

13.00 

Ebon Strongliold 

L 

U 2 

$200 

Hlven I.yre 

A 

IJ 1 

$2.00 

Elvish Fanner 

G 

U 1 

$4.00 

Barrel’s Mantle 

W 

U 3 

$1.00 

Fanelitc Priest 

W 

U 3 

Sl.OO 

Feral Thallii! 

G 

U 3 

$I.(X) 

Fungal Bkxun 

GooSn Flotilla 

G 

U 1 

$43*) 

R 

U 1 

$3.00 

Gol>liii Kites 

R 

U 3 

$1.00 

Gobhn Witrreas 

R 

IT 1 

$5.00 

Hand of Justice 

W 

IJ 1 

$5.00 

Haven wood Battkgrotind 

L 

U 2 

$23*) 

Herocsoi 

W T 

U 3 

$1.00 

Hollow Trees 

N 

U 1 

$5(10 

Homarid Sluunau 

Bl 

U 1 

$1.00 

Homarid Spawning Beil 

Bl 

U 3 

$1 00 

Icatian Iieutenam 

W 

U 1 

$3.00 

Icatian lltalanx 

W 

U 3 

$1.00 

lcatian Priest 

W 

U 3 

$1.00 

Icatum Skirmishes 

W 

U I 

$3.00 

lcatian Suwc 

L 

U1 

$53*) 

LiUian Town 

W 

U I 

$3.00 

Implements of Sacrifice 

A 

U 1 

$2.00 

Orcish Captain 

R 

U 3 

$1.00 

Raiding l*artv 

R 

R 

U l 

U 3 

$3.00 

$1.00 

Rainbow Vale 

L 

U l 

$43)0 

Ring of Renewal 

A 

U 1 

$2 00 

Rivet Mcrfolk 

Bl 

U 1 

$3.00 


Rums of Trokair 
Sand Silos 
Seasinger 
vSoul Exchange 
Spin! Shield 
Spore Flower 
Svyelunilc Priest 
Svyclunitc Temple 
Thai lid Devourcr 
Thdon's Chant 
Tbelon’s Curse 
Thelomie Druid 
Thelonitc Monk 
Thrull Champion 
Thru 11 Retainer 
Thmll Wizard 
Tidal Influence 
Tourach's Chant 
Toutach's Gate 
Vbdatian Knights 
Vodalian War Machine 
Zdyon Sword 


$ 2.00 
$5.00 
$ 2.00 
$1430 
$3jQ0 
$1.00 
$1.00 
$2.00 
si. oo 
$1.00 
$UX» 
$1.00 
$3.00 
$4.00 
$1.00 
$1.00 
$1 00 
$1.00 
$2.00 
$.3.00 
$3 00 
$2.(X) 


CHRONICLES CARD LIST 

Booster Pack 

Booster Box 

Complete Set 

Commons not listed 

$2.45 

$74.95 

$79.95 

$.50 

Card Title 

Color 

Rarity 

Price 

Abu Ja’far 

W 

U 3 

$1.00 

Akron legionnaire 

W 

U 1 

$2.00 

Aladdin 

R 

U 1 

$4.00 

Angelic Voices 

W 

U 1 

15.00 

Arcade* SabNxh 

M 

U 1 

$5.00 

Arena of the Ancients 

A 

U 1 

$2.00 

Axelrod Gunnarson 

M 

U 1 

$3.00 

Ayesha Tanaka 

M 

U 1 

$3.00 

A/urr Drake 

Bl 

U 3 

$1.00 

Banshee 

Bk 

U 3 

$1.00 

Bari’s Cage 

Beasts of Bogardan 

A 

R 

U I 

U 3 

$1.00 

$1.00 

Bkxvd M(vm 

R 

U 1 

& X) 

Blood of the Martyr 

W 

U 3 

$1.00 

lLvok of Rass 

A 

U 1 

$1.00 

Bronze Horse 

A 

U 1 

$ 1.00 

Chromium 

M 

II 1 

$54)0 

City of Brass 

L 

U 1 

$8.00 

Cocoon 

G 

U 3 

$1.00 

Concordant Crossroads 

G 

IJ 1 

$3.00 

Craw Giant 

G 

U .3 

$1.00 

Cydnae 

G 

U l 

$2.00 

Dakkon BlackWade 

M 

U 1 

$4.00 

Dance of Mans 

Bl 

U 1 

$2.00 

FiKdiantment Alteration 

Bl 

U 3 

$1.00 

Erhoam Djinn 

G 

U 3 

$5.00 

Fallen Angel 

Bk 

U 3 

$1.00 

Irkat’s Cane 



$1.00 

Fue Drake 

R 

U 3 

$1.00 

Gabriel Angel fire 

M 

U 1 

$2.00 

Gauntlets of CTtaos 

A 

U 1 

$3.00 

fkvblin Artisans 

R 

U 3 

$).(*) 

Hell's Caretaker 

Bk 

U 1 

$7.<X> 

Horn of Deafriuog 

A 

U l 

$2.00 

Ivory Guardians 

W 

U 3 

$1.00 

Jalum Trane 

A 

U 1 

$3.00 

Jeweled Bird 

A 

U 1 

$1.00 

Johan 

M 

U 1 

$100 

Juxtani*se 

Bl 

U 1 

$3.00 

Kei Iakahashi 

M 

u 

$1.00 

1 ^ikTs Edge 

R 

U 1 

$4.00 

Miirhiuilt FJsdragim 

M 

u 

$1.00 

Nebuehadnezy-ar 

M 

U 1 

$4.00 

Nicoi Bid as 

M 

U 1 

15.00 

Obelisk of l Indoing 

A 

U 1 

$3.00 

Palladia-Mors 

M 

U 1 

$5.00 

Petra Srfiinx 

W 

U 1 

$2.00 

IVimordial Ooze 

R 

U 3 

$1.00 

Ihiptxn Master 

Bl 

U 3 

$1.00 

Ranxl Wombat 

G 

U 3 

$1.00 

Rakalite 

A 

U 1 

$1.00 

Recall 

Bl 

U 3 

$2.00 

Revelation 

G 

U 1 

$2.(K) 

Rubima Soulsinga 

M 

IT 1 

$3.00 

Safe Havx ‘0 

L 

U 1 

$2.00 

Sentinel 

A 

U 1 

$3.00 

Serpent Generator 

A 

U 1 

$4.00 

Shield Wall 

W 

U 3 

$1.00 

Shimian Night Stalker 

Bk 

U 3 

$1.00 

Sivitri Scar/am 

M 

U 

$1.00 

Sofkanar the Swamp King 

M 

U I 

$4.00 

Stangg 

M 

U 1 

$3.00 

Storm vSerker 

G 

U 3 

$2.00 

Takklemaggot 

Bk 

U .3 

$1.00 

Teleport 

Bl 

U 1 

$3.00 

Fallen. Tlie 

Bk 

U 3 

$1.00 

W retched. The 

Bk 

U 1 

$6.00 

Tobias Andriixi 

M 

C 1 

$1.00 

Tor Wauki 

M 

C 1 

$1.00 

Triusvic Egg 

A 

V 1 

$2.00 

Ur/a’s Mine 

L 

C 1 

$1.00 

Urza's Mine 


C 1 

$1.00 

l rza's Mine 


C 1 

$1.00 

l r/a’s Miix- 

L 

C 1 

$!.(*) 

Urza’s Power Phtnt 

L 

c i 

$1.00 

Urza's Power Rant 

L 

C 1 

$1.00 

l rza's Power Plant 


C 1 

$1.00 

Urza's Pow er Plant 

L 

C 1 

Sl.OO 

l ’rza’s Tower 


C 1 

$1 00 

l rza’s Tower 

L 

Cl 

$1.00 

l 'rza's Tower 

L 

C 1 

$1.00 

Urza's Tower 


Cl 

$1.00 

Vacvictis Asmailt 

M 

U 1 

$5.00 

Vixvdoo Doll 

A 

U 1 

$2.00 

Wall of Opposition 

R 

U 3 

$1.00 

W all of Wonder 

Bi 

U 3 

$1.00 

Witch Hunter 

W 

U 3 

$1.00 

Xira Arieu 

M 

U 1 

$3.00 

Yawgmoth lX*moo 

Bk 

U 1 

$3.00 

PROMOTIONAL CARDS 

Card Title Color 

Rarity 

Price 


Arena 

L 

$4.00 

Giant Badger 

G 

$9.00 

Mana Crypt 

A 

$15.00 

Nalalhni iVagon 

R 

$7.00 

Sewers of Estark 

Bk 

$1.00 

Windwcker Centaur 

R 

$7.00 


www.iguanas-cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 
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IGUANAS MAGIC CATALOG • ORDER NOW CALL aS^S-IGUANA 


ICE AGE CARD UST 




Starter Deck 



$8.95 

Starter Box 


$57.95 

Booster Pack 



$2.95 

Booster Box 


$59.95 

Complete Set 


$129.00 

Commons Not Listed 



$50 

Card lltk- 

Color 

Rarkv 

Price 

Abyssal Specter 

Bk 

U 1 

$100 

Adj/kar Sentinel 

A 

U I 

$1 00 

Atlxrkar W avtcs 

L 

R 1 

$7.00 

Acgiv of the Meek 

A 

K 1 

* 

AgglCssHXl 

Altar of Bone 

R 

M 

U 1 
K 1 

$1 00 

$2.00 

Amulet of Quo/ 

A 

R 1 

$2.00 

Anarchy 

R 

U 1 

$1.00 

Arcum v Shrtgh 

A 

U 1 

$1.00 

Arcum'v Wcathervanc 

A 

IJ 1 

$1.00 

Arcum’v Whistle 

A 

U 1 

$1.00 

Ashen Ghoul 

Bk 

U 1 

$1.00 

Avalanche 

R 

U 1 

$1.00 

Bakluvmn Coniurer 
Balduviati Hydra 

Bl 

III 

$1.00 

R 

R 1 

$3.00 

Baton of Morale 

A 

U 1 

$1.00 

Battle Cry 

W 

U 1 

$1.00 

Binding Grasp 

Black Scarab 

Bl 

W 

U 1 
l? 1 

$1.00 

$1.(XJ 

Blinking Spot 

Blizzard 

W 

G 

R 1 
R 1 

$6.(X) 

$3.00 

Blue Scarab 

W 

U ! 

$1.(X) 

Brand of 111 Onien 

R 

K 1 

$2.00 

Breath «>f Dreams 

Bl 

IJ 1 

$1.00 

Biushland 

L 

R 1 

$8.(X) 

Call to Arms 

W 

R 1 

$2.00 


ICE AGE CARD LIST (cont) 


ICE AGE CARD UST (coot.) 


Card Title 


Card Title 


Caribou Range 
Celestial Swuni 
Centaur Archer 
Chaos fjord 
Chaos Moon 
Om*maiK* Amur 
Cold Snap 
Conquer 

Crown of the Apes 
Curse of Mail! I *urc 
Dance of the Itead 
Deflection 

Demonic Consultation 
I Jestxdic Scepter 
I >iufx'!k Vision 
Dread Wight 
Dreams of the Dead 
Drift of ibe Dead 
Drought 

I >warven Arnwn 
Earthlink 
Elder l)ruiij 
Elemental Augury 
Elkin Bottle 
Enduring Renewal 
Fjiergy Storm 
Essence Vixicx 
Fanatical Ixfva 
l ien Justice 
Eire Covenant 
Maine Spirit 
Flooded Woodlands 
Flow of Maggots 
Forbidden D»re 
Have Vi>id 
Forgotten I awe 
Formation 
Frcyalise Supplicant 
Freyalisc's Charm 
Freyalisc's Winds 
human 4c 
Fyndhora Bow 
Fyndhom Elder 
Fvndhom Piklen 
(fame uf Qiaos 
(Jencral Jarkeld 
(ibi>silv Flame 
Giant Iran Dcxir Spider 
(Racial Chasm 
Glacial Crevasses 
Glacial Wall 

Glaciers 

Goblin I.vn* 

Goblin Mutant 
Goblin Snowman 
Gravebhxl 
Green Scarab 
Hallowed Ground 
Halls of Mist 
Hecatomb 
Hematite Talisman 
Hippnriou 
Hot Springs 
Hurricane 

HyaJoptntxis 1 emua 1 
Hymn of Rebirth 
lec Cauktrou 
Ice I ke 
Iceberg 
kcuuake 
Icy Manipulator 
Icy Pri son 
ilfustocury Presence 
UluMonary Terrain 
Illusions of Grandeur 
Infernal Darkness 
Infernal Deni/en 
Infinite Hourglass 
Jester s Cap 
Jester 's Mask 
Jeweled Amulet 


W 

A 

M 

R 

R 

M 

W 

R 

A 

R 

Hk 

Bl 

Bk 

A 

M 

Bk 

Bl 

Bk 

W 

R 

M 

G 

M 

A 

W 

W 

M 

G 

M 

M 

R 

M 

Bk 

G 

HI 

G 

W 

G 

G 

G 

M 

A 

G 

C, 

R 

W 

M 

M 

R 

Bl 

M 

A 

R 

R 

Bk 

W 

W' 

L 

Bk 

A 

W 

G 

G 

Bk 

M 

A 

L 

Bf 

Bk 

A 

Bl 

Hi 

Hi 

Bl 

Bk 

Bk 

A 

A 

A 

A 


R 1 
K 1 
U I 
R I 
R I 
R 1 
U 1 
U 1 
R 1 
R 1 
U I 
R 1 
U 1 
K 1 
U I 
R 1 
U ! 
U 1 
U 1 
R I 
R I 
R I 
R I 
R 1 
R 1 
R I 
U I 
U l 
R 1 
r i 
u i 

R 1 
R l 
R l 
U 1 
U I 
R 1 
U I 
11 l 
R 1 
U l 
U l 
U 1 
R 1 
R 1 
R 1 
R 1 
U 1 
u i 
R 1 
U I 
R 1 
R 1 
V I 
U I 
R 1 
U l 
U 1 
R 1 
R 1 
U 1 
U 1 
R 1 
II 1 
U I 
U 1 
R 1 
U 1 
U 1 
U I 
U 1 
R 1 
R ! 
U 1 
R 

R 1 
R 1 
R 1 
R 
R 

U 1 


$4.IX> 

$3.00 

$1.00 

$3.00 

£3.00 

. 

$1.00 
$1.00 
$4.00 
$3.00 
$l.(X) 
$6.1 X) 
$1.00 
$3.00 
$3.00 
$3.00 
$1.00 
$F(X) 
$1.00 
$2.00 
$ 2.00 
$U<xi 
$3.00 
$3.0) 
$4.00 
$3.(X> 
$l.tx> 
SI.00 
$2.fX> 
SIAM) 
$ 1.00 
$.3.(X) 
$2.(X> 
53.00 

$ux> 

$l.(X> 
$33 X) 
$1.00 
$1.00 
$2.(X> 
$1.00 
$1.00 
$UX> 
$2.00 
$2.tX> 
$3.00 
$3.00 
$1.(X) 
$l.(X) 
$2.1 X) 
$1.00 
$2.fX) 
S3.00 
$UX) 
$1.00 
$3.00 
$I.(X) 
$1.00 
$2.(X) 
$3.1X) 
Si.no 
$1.00 
$3.(X) 
$F(X) 
$I.1X) 
$l.(Xf 
$3.00 

51. 00 
$ l -IX) 
$2.00 
$6.(X) 
$3.(X) 
$2.00 
$1 00 
S.3.1X) 
$2.1X1 

52. no 
S 2 .no 

S15.1XJ 

$5.00 

$ 1.00 


Johtull Wurm 

Jokulhaups 

Justice 

Karpluvan Forest 
Rjrpiuvan Giant 
Karptuvan Yeti 

an Elite Guard 
K/ekkran FroMhcast 
Kicldoran Knight 
Kjckkiran HuUnx 
Kjridoran Royal Guard 
Kjckinran Sky captain 
Knight «>( Strumgakl 
Kruvikan Elementalist 
Kruvikan Varnpre 
I and Cap 

lapiv lazuli Talisman 
lava Tubes 
Icshrac’s Rue 
Ixshrac's Sigil 
Uiurgoyf 
lightning Blow 
1 un DAI % Hen 
Dist Order of Jarkeld 
Lure 

Maddening Wind 

Magus of the Unseen 

Malachite Talisman 

Merton Stromcaki 

Melee 

Melting 

Mercenaries 

Mcnckc Ri Bent 

Mesmeric Trance 

Mind Warp 

Mirxl WTiip 

Minion of Ixrshrac 

Minton of Tevcsh S/ai 

Mole Worms 

Monsoon 

Mountain T itan 

Mudslide 

Musician 

Mystic Might 

Sacre Tatismun 

Naked Singularity 

Nature's Ijmc 

Necropntexx*e 

f teeth *># Lim-DOI 

Onyx Talisman 

Orcish Cannoneers 

Orcisb Healer 

Ovcrsh Librarian 

Oretsh Squatters 

Order <>t ihe Sacred Torch 

Order of the While Shield 

Pale Bears 

Pentagram of the Ages 
Phantasmal Mount 
Pit Tran 
Polar Kraken 
Pox 

Py^Alk >saurus 

I’yrocbsm 
Reality Tw ist 
Reclamation 
Red Scarab 
Ritual of Subdual 
River Delta 
Runed Arch 
Sacred Boon 
Sea Sprit 
Setaph 

Shield of the Ages 
Shyft 

Sibilant Spirit 
Silver Enie 
Sleleltxi Shin 
Skull Catapult 
Sleight of Mind 
Snow Hatress 
Snow Hound 
Snow blind 
Soklevi Golem 
Sokkrvi Machinist 
Soldcvi Simulacrum 
Soul Barrier 
Spectral Shield 
SpiiK Evil 
Spoils ol War 
Stafi the Ages 

Steoclrof Evil 
Stone Sprit 
Storm Sprit 
Sronubmd 
Stronigald Cabal 
Stunted Growth 
Sulfmoas Springs 
Sunsrone 

Swxxds to ITow shares 

Thermokarst 

Thoughtlecch 

Ifnmdrr Wall 

Timberhne Ridge 

Time Bomb 

Total War 

Touch of Vitae 

IrailbU/er 

l hKierground Rivet 

Updraft 

Ur/A'% Bauble 

\eklt 

Venomous Breath 
Vertigo 


G 

K 

W 

L 

R 

R 

W' 

M 

W 

w 

w 

w 

Bk 

Bk 

Bk 

L 

A 

L. 

Bk 

Bk 

G 

W 

Bk 

W 

G 

G 

Bl 

A 

R 

R 

R 

W' 

M 

Bl 

Bk 

Bk 

Hk 

Bk 

Bk 

M 

M 

R 

Bl 

Bl 

A 

A 

G 

Bk 

Bk 

A 

K 

K 

R 

k 

w 

W' 

G 

A 

Bl 

A 

Bl 

Bk 

G 

R 

R 

Bl 

M 

W 

G 

L 

A 

W 

Bl 

W 

A 

Bl 

Bl 

Bl 

M 

A 

Bl 

A 

W 

G 

A 

Bl 

A 

Bl 

M 

Bk 

Bk 

A 

G 

Bk 

R 

M 

M 

Bk 

G 

L 

A 

W 

G 

G 

Bl 

L 

A 

R 

G 

G 

L 

Bl 

A 

L 

a 

K 


$100 
$8.00 
$1 00 
$7 00 
$1 00 
$.3 00 
$1.00 
$1.00 
$4 00 
$2.W 
$ 5.00 
$2.00 
$2.00 
$ 1.00 
$2 00 
$3.00 
$1.00 
$3.00 
$1 <»> 
$1 00 
$8 (JO 
$3.00 
$1.00 
$3 00 
$1.00 
$1.00 
$200 
$1.00 
$5 00 
$1.00 
$1 00 
$200 
$2.00 
$2.00 
$1.00 
$2.00 
$4 (X) 
$ 2.00 
ttjOO 
$3.00 
$2.<X) 
$2.<X) 
$3 00 
$3.<X) 
$1 00 
$4.<X) 
$1 <*) 
$8.00 
$3.00 
$ 1.00 
SIAM) 
$1 Of) 
$3.<X> 
$45.00 
$4.<X) 
$2.<X) 
$3.00 
$4 <X) 
$2.(X) 
$1.(X) 
$5.00 
$4.00 
$3.(X) 
S1.00 
$2.(X) 
$3.00 
$4.<X) 
$1.00 

$3.00 
$ 2.00 
$13X) 
$1.(X) 
$6.00 
$UX) 
$3.00 
$4.<X) 
$1.00 
$4.00 
SI 10 
$2.<X) 
$3.00 
$!.<K) 
$3.00 
$3 <X> 

Ni,*. 

$l.tX) 

$l.(Xt 

$1.00 

$33X1 

$2.00 

$3.tX) 

$5.(X) 

$1.00 

$5.00 

$ 6.00 

$5.00 

$4.tXt 

$4.00 

$7.00 

$1.00 

$2.00 

S2.CXJ 

$1.00 
$3.00 
$4.00 
S3TXJ 
$HX) 
$200 
S7.no 
$1.00 
si .on 
$3.1X1 
$1.00 
$1.00 


Vexing Arcamx 
Vibrating Sphere 
Walking Wall 
Wall of Lava 
Wall id Pine Needles 
Wall of ShtekH 
War Churiot 
W hak-hme Glnkr 
White Scarab 
Whitctmt 
Wiitigo 
W ind Sprit 
Wings of Aesthir 
Winter’s (Ttill 
Withering Wi*qis 
Word of Blasting 
W rath of Mar it I^ge 
Yavtmaya (inats 
Zur’s Weirding 
Zuran Orb 


<d«r 

Rarity 

Price 

A 

R t 

S5.00 

A 

R 1 

$3.(X) 

A 

U 1 

$1.00 

R 

U 1 

SI -Of > 

G 

V 1 

$1.00 

A 

II l 

$I.(X) 

A 

V 1 

$1.<X» 

A 

U 1 

si.oo 

W 

U 1 

Sl.fX) 

a 

IJ I 

$1.00 

G 

R 1 

$4.00 

Bl 

U 1 

$1.00 

M 

U I 

$1.00 

Bl 

K 1 

$2.<X) 

Bk 

U 1 

$1.(X) 

R 

U ! 

$1.00 

Bl 

R 1 

$3.00 

Ci 

U i 

Sl.(X) 

Bl 

R 1 

$5.00 

A 

V 1 

$3.00 


ALLIANCES CARD LIST 

Booster Pack 
Booster Box 
Complete Set 
Commons Not Listed 


Abbey (iargoyles 
Aithcr .Storm 
An-Havva Constable 
An TIawa Inn 
An-Haw a Tbwnship 
An Zen in Ruins 
An aba Ancestor 
/\naba Spirit Cmfter 
Apx’aly pse f liinie 
Autunni Willow 
Ayscn Abbey 
Ay sen ( rusixJer 
Aysen Highway 
Baki’s Curse 
Baron Sengir 
Beast Walkers 
BliK-k ( arriage 
Bn>ken Visage 
Castle Scngir 
< Tiain Stasis 
Daughter of Autumn 
Death Speakers 


Drudge Snell 
Dwarvcn Pony 
I Hearsrn Sea Clan 
linHi the Relentless 
Rw^antc 
Faerie Nohle 
Feroz’s Ban 
Forget 

Ghost Houtuls 
(riant (H ster 
GrarKlmiitlK'r Scngir 
1 la/duhr the Abbot 
Heart Wolf 
Ihsan’s Shade 
Irmi Sengir 
Irotvlaw Curse 
Joven's Tools 
Koskun Falls 
Koskun Keep 
1 eecbes 

MamiraXh Harness 
Marjhan 
Mystn- Decree 
Narwtial 
(Trcish Mine 
Primal Order 
Rashka the Slayer 
Retribution 

Revcka. Wi/anl Savant 

Rixa Spider 

Rings 

Rysorian Badger 
Sea Spite 
Sea Troll 
Sengjr Autixrat 
Serra Aviary 
Semi Inquisitors 
Scrrakxi Arrows 
Soraya tlx: Falconer 
Spectral Bears 
Tmimcrian Mends 
Tracts 

\ehlrane of Sengir 
Wall of Kelp 
Willow MiestesN 
W inter Sky 
Wizards’ ScTmx>1 


W 

HI 

o 

a 

L 

R 

R 

R 

A 

G 

L 

W 

w 

Bl 

Hk 

W’ 

Bk 

Bk 

Bl 

G 

W 

A 

Bk 

R 

R 

R 

R 

G 

A 

Bl 

Bk 

Bl 

Bk 

W 

K 

Bk 

Bk 

R 

A 

Bk 

L 

W 

G 

Bl 

Bl 

Bl 

R 

G 

W 

R 

Bl 

G 

C> 

G 

Bl 

Bl 

Bk 

W’ 

W 

w 

G 

Bk 

W 

Bk 

Bl 

G 

R 

I 


1/ 3 
U 3 
U I 
U 3 
U 3 
U I 
U 1 
U I 

V i 
U I 
U 3 

U 1 
U l 
U 1 
t; i 
u i 
u i 
U I 
II 3 
U I 
U 1 
U 3 
U 1 
11 3 

V 1 
U I 
tl .3 
U3 
U I 
1J I 
U 1 
U 3 
IJ .3 
U l 
U I 
U 1 
U 3 
U 3 
U l 
U 3 
U I 
U 3 
U I 
IJ I 
IJ I 
U I 
IJ I 
U 3 
U I 

V 3 
r } 
u i 

U 3 
U 3 

U I 

IJ 3 
U 3 
U I 

U 1 
U 1 
C 
U I 
r 3 
u i 

V : 
U 1 
U 1 
U 1 

u 1 

U 3 


1.00 
1.00 
$3.00 
$1.00 
$1.00 
$2.(XJ 
$2.fX> 
S 2.00 
$2.(X) 
$7.00 
$1.00 
$ 2.00 
$ 2.00 
$2.<X) 
$7.00 
$2.(X) 
$3.00 
$4.fX) 
$1.00 
$2.fX) 
$3.(t0 
$1.00 
$5.(X) 
S1 AX) 
$2.(X) 
$2.(X) 
$2.00 
$1.00 
$4.00 
$2.<X> 
$2.f» 
$1.<X) 
$1.00 
$7.00 
$2.(X) 
$C<X) 
$2.50 
$ 1.00 
$2.00 
$1.(K) 
$2.(X) 
$1.00 
$2.(X) 
$3.(X) 
$3.00 
$3.00 
$3.00 
$ 2.00 
S5.(X) 
$1.00 
Sl.fX) 
$3.tX) 

si .no 

$I3X) 
SCIX) 
SI (X) 
Sl.fX) 
$5.00 
$3.(X> 
Sl.(X) 
$ 2.00 
$3.00 
$1.00 
$2.(X) 
S2.IX) 
$4<X) 
$2.tX) 
$3.00 
$2.(X) 
$1.(X) 


Card lltfc 


Ct 


nlwRrt, p^, 


HOMELANDS CARD LIST 


Booster Pack 

$1.00 

Booster Box 

$49.95 

Complete Set 

$69.00 

Commons not listed 

$.50 

Card Title Color 

Rarity Prk-e 


Arcane Denial 

Bi 

Cl 

pu 

Ashnod’s Cylix 
Bakluvian LVad 

A 

Bk 

r: 

U2 


Bakluvian Horde 

R 

ft 2 

Hitt 

Baiduvian Trading h>st 

L 

r: 

i$(X 

BiHinty of ihe Hunt 

G 

i: 

y i 

Browse 

Bl 

V2 

K . 

Bunuxit 

R 

V 2 

|j n 

(Turns Harlequin 

R 

r: 

Pa 

(ontagkm 

Bk 

V2 

S13I 

Deadly Insect 

G 

U3 

SUI 

Death Spark 

I Jtmimsning Rctumv 

I )i sensed Vcniun 

R 

Bl 

u: 

r: 

S | 

SIR 

Bk 

U2 

IJystopia 
lilvish Bard 

Bk 

G 

R. 1 
U 2 

«a 

UR 

six 

Elvish Spirit Guide 
Imcrgy Arc 

G 

. 

M 

U 2 

S' i 

Exile 

W 

r: 


f alse Demise 

BI 

U 3 


Fatal Dire 

Bk 

r: 

■a 

Feast or Famine 

Hk 

V 3 

SIR 

Flixxlwatcr Dam 

A 

r: 

S25t 

Knee of Will 

Bl 

. 

VIS 

V IX 
SIR 

Gargantuan Gorilla 
( rtullla Shaman 

G 

R 

r: 

U 3 

(iustlw’s Scepter 

A 

r: 

via 

Hail Storm 

G 

U 2 

S' 9 

Heart of Yaviraaya 

L 

r: 

ca 

Helm of Obedience 

A 

r: 

Da 

Inheritance 

W 

U 2 

SIR 


Ivory Gaugi^’lc 
Juniper Order Advocate 
Kaysa 

Keetx^ of Trcsscrfxjm 
Kjclikxan Home Guard 
KjcUloran Outp»vl 
Krm ikan Hnamr 
Kruvikan Plairue 
I^ake of the Dead 
library of I-it Nam 
I im-lxU’s l^aiadin 
Uro-DOTs Vault 
I xxiestonc Bauble 
Mwtl of Trrsserbom 
Misfortune 

Mishra's (iniundhrraker 
MisinfornuitKin 
Mystk Compass 
Nature's Blessing 
Nature's CT««sen 
Nature's W rath 
Omen of Eire 
Phantasmal Sphere 
HickkLigril 
Phyrexian Devxxirrr 
Phyrexian Portal 
Ihilagc 

Pnmitivr Justice 
Pvtokmcsis 

Reprisal 

Ritual of the Machine 
Rogue Skycaqxain 
Royal Decree 
Scarab of the l nscen 
Sv ars ot the Veteran 
School of the l : nsccn 
Seasoned Tactician 
SheltemI Valky 
Shield Sphere 
Sol <>rai! 

Soldo i IHgger 
Siddevi lixcavatuxts 
Sokiier of h«iune 
Spny Starfish 
Splintering Wind 
Storm Caukino 
Storm Elemental 
Stromgakl Spy 
Suffix am xi 
Surge of Strength 
Sustaining Sprit 
Sworn Defcndet 
Thaw ing Glaciers 
Thought I-ash 
Tidal Control 
Tornado 

l nlikelv Alliance 
Urza's fmgtnr 
VarchiklN War Riders 
Vim.x*tk! Drone 
WatKlennc Mage 
Whirling Catapult 
Winter’s Night 
Yavtmaya Ants 


W 

W' 

G 

Bk 

w 

L 

Bk 

Bk 

L 

Bl 

M 

M 

A 

M 

M 

A 

Bk 

A 

M 

G 

G 

R 

Bl 

M 

A 

A 

R 

R 

R 

W 

Bk 

R 

W 

A 

W 

L 

w 

L 

A 

A 

A 

L 

R 

Bl 

G 

A 

Bi 

Hk 

Bl 

M 

W 

W 

L 

Bl 

Bl 

G 

W 

A 

R 

Bl 

M 

A 

M 

G 
































IGUANAS MAGIC CATALOG * ORDER NOW CALL iUUMMGUANA 


mirage card ust 


Starter Deck 

$8.95 

Starter Box 

Call 

Booster Pack 

$2.95 

Booster Box 

Call 

Complete Set 

$169.95 

Commons not listed 

$.50 


MIRAGE CARD LIST (com.) 


Card Tltlr 


OurdTTtk 


(<4or Karih Price 


Hanut 
A^dic Dagger 
Aim Grove 
AflcWc 

Ak*wv 
Amber Pri** 

Anakt A \ nmaking 
Arceviral Memories 
AAM Fo*dci 
Aamrx Holy Avenger 
Ampem* Anoertor 
BadRnrr 
Barbed Mage 
Bated-Bad Wurai 
Bwefag Attack 
Bitsdi C«4em 
Bazaar A Wooden 
BcadacD^na 
Bbjrfacd Shaman 
Rh»J hay 
Btjfikfcms Dght 
Bor Mask 
Bnoinugg 
Biaatw Palm liiwt 
CalimntH Bknxr 
Cmops Dragon 
(ante 

Caaooo* Dragon 
Cebtfni Ifcwn 
(Treiew Wv>cra 
Chaoepherc 
Chacnal Duuniiod 
Our** A the Sun 
Ciader Ckwd 
Curie A Despur 
(’owummg Feroctfy 
Coni Tighten 
Cnmvn ikllkiir 
Criww Roc 
Crept Cnbra 
Cmul Gotem 
Crystal Vein 
Caved Toton 
Cycle ofUfc 
Danng Apprentice 
necompostaiia 
iXfewmi 

Ihtardini Spirit 

DMifttC 

Dhw Rctnbuoun 
I>c*d Sprcler 
D**vro Miner 
Hartj Harvest 
tlrtir of Vitality 
Erabcrwikic Caliph 
KnirrnMe Djiim 
Erwgy Boh 
Eaniy \ mcx 
Iniipk-icd Tutor 
Ertau Gnomes 
Titer W-11 
Itfrrcaf Champioe 
Eaflem Fjeth 
HaamhV (Winy 
\rmcrd Arrhen 
Rad Fortune 
EwDunwad 
flwc J Vnmtal 
Hah 

lined Plata 
Floodgate 

Rwtof 

FivtnddcB Crypt 
Imaken Wastes 
FiwetK fireri 
GctVra Scoot* 

GtdtUa Soothsayer 

Gmdakh 

GnaFeau* 

Gnnetaj! Totem 
HaActu Irecwraver 
Hail A Gemstone 
Hammer of fVyarrbm 
Harbinger of Nijeht 
H-irbnr Cmardtan 
Hamatai Firm 
[Uaetity Appannew 
Lvrmdrr Drake 
Hjvw of the Scale 

Horrible Horde* 
Igaecrr. Golem 
Chat Auctxw 
nfentaatxw 


$4.00 
$2.00 
$2.(X> 
$1.00 
$1.00 
$4 00 
$2.00 
$4.00 
$3.00 
$4 00 
$2.00 
$1.00 
$1.00 
$1.00 
$2.00 
$1.00 
$6.00 
$3.00 
$1.00 
$1.00 
$1.00 
$3.00 
$4.00 
$1 00 
$8.00 
$8 00 
$3.00 
$9 00 
$9.00 
$1.00 
$6.00 
$2.00 
$1.00 
$1 00 
$400 
$1.00 
$1.00 
$13 00 
$2.00 
$100 
$1.00 
$1 00 
$5 00 
$200 
$4.00 
$1.00 
$1.00 
$3.00 
$4.00 
$3.00 
$1.00 
$1.00 
$3.00 
$1.00 
$3.00 
$4.00 
$6.00 
$2.00 
$4.00 
$1.00 
$1.00 
$2.00 
$1.00 
$1.00 
$2.50 
$9.00 
$2.00 
$1 00 
$3.00 
$1.00 
$1.00 
$2.00 
$2.00 
$5.00 
$ 6.00 
$2.00 
$1.00 
$1.00 
$3.00 
$12.00 
$3.00 
$5.00 
$19.00 
$3.00 
$2.(X) 
$1.00 
$1.00 
$1.00 
$4.00 
$1.00 
$1.00 
$5.00 
$1.00 


Color Kail* Price 


infernal Contract 
Iron Tusk Elephant 
Jahan’s Influence 
Jungle Patrol 
Jungle Troll 
Kacrvck'* Hex 
Kaervek’* Purgr 
Karoo Meeriat 
Kflkamn l*irate* 
l-cad Golem 
leering Gargoyle 
L joo’* Eye Diamond 
Locust Swarm 
Lure of Prey 
Malignant (irowih 
Mana Prism 
Mangara’s Blessing 
Mangare’* Equity 
Mangara’s Tome 
Marble Diamond 
Maro 
Mcikllc 
Melessc Spirit 
Mind Bend 
Mind Harness 
Mindhender Spores 
Mire Shade 
Misers* Cage 
Mist Dragon 
Moss Diamond 
Mountain Valley 
Mtemla Griffin 
Mystical Tutor 
Natural Balance 
Nettletooth Djiwn 
Nocturnal Raul 
Null Chamber 
Painful Memories 
I’atagia Golem 
1‘aupcrs* Cage 
Pearl Dragon 
Phyrexian Dreadnought 
Phyrextan lAnge 
Phyreriau Tribute 
Phyrcxian Vault 
Political Trickery 
Polymorph 
IVetemxi Selection 
Prismatic Boon 
Prismatic lace 
Psychic Transfer 
Purgacory 
lAirraj of Urborg 
Radiant Essence 
Rashida Scalcbane 
Reckless Embermage 
Reflect Damage 
Reign of Chaos 
Reign of Tenor 
Reparation* 

Rock Basilisk 
Rocky Tar Pit 
Roots of Iufe 
Sacred Mesa 
Sami Golem 
Susage Twister 
Sawhack Manticorc 
Sealed Fate 
Seeds of Innocence 
Shaduwbane 
Shallow Grave 
Shauku’s Minion 
Shauku. Endbringer 
Shimmer 
Sidar Jahan 
Sirocco 
Sky Diamond 
Soul licho 
Soul Rend 
Spatial Binding 
Spectral Guardian 
Spirit of the Night 
Stupor 

Subterranean Spirit 
Sunweb 

Superior Numbers 
Suq'Ata Firew'alker 
Tainted Specter 
Taniwha 
Tccka’s Dragon 
Tcfcri’s Imp 
Tcfen’s Isle 
TehinTor 
Tel i m Tor's Darts 
Telim* Tor’s Edict 
'Tidal Wave 
Tombstone Stairwell 
Torrent of Lava 
Ttxipical Sh*in 
Uktabi WiklcaLs 
Unerring Sling 


$2.00 
$1.00 
$3 00 
$5.00 
$100 
$1.00 
$1.00 
$1.00 
$ 2.00 
$1.00 
$3.00 
$6.00 
$1.00 
$3.00 
$3.00 
$1.00 
$1.00 
$1.00 
$4.00 
$ 2.00 
$9.00 
$ 2.00 
$2.00 
$1.00 
$1.00 
$300 
$1.00 
$4.(X) 
$7.00 
$100 
$200 
$100 
$3.00 
$600 
$100 
$1.00 
$4.00 
$1.00 
$1.00 
$2.00 
$9.00 
$8.00 
$3.00 
$100 
$1.00 
$6.00 
$5.00 
$5.00 
$1.00 
$100 
$100 
$100 
$4.00 
$1,00 
$3.00 
$5.00 
$3.00 
$1.00 
$1.00 
$4.00 
$3.00 
$2.00 
$2.00 
$7.00 
$1 00 
$1.00 
$3.00 
$1.00 
$4.00 
$1.00 
$6.00 
$1.00 
$6.00 
$7.00 
$3.00 
$1.00 
$100 
$3.00 
$1.00 
Si.00 
$2 00 
$9.00 
$2.00 
$5.00 
$7.00 
$1.00 
$1.00 
$4.00 
$9.00 
$9.00 
$4.00 
$4.00 
$2.00 
$1.00 
$2.00 
$1.00 
$8.00 
$3.00 
$1.00 
$7.00 
$1.00 


ITT? 


MIRAGE CARD LIST (cont) 

Card Title 

Color 

Rarity Price 

Unfulfilled Desire* 

M 

R 

$9,00 

Crtven Walker 

G 

U 

$100 

Unyaro Bee Sting 

G 

U 

$2 00 

I’nyaro Gnffin 

W 

U 

$200 

Vapornu* Djinn 

Bl 

u 

$1 00 

Vfeacifact Bottle 

A 

R 

$4 00 

Vigilant Martyr 

W 

l 

SI 00 

Vitalizing Cascade 

M 

U 

$1.00 

VcJeamc Dragon 

R 

R 

$9 00 

Vi>lcanic Geyser 

R 

U 

$2.00 

Waiting tn the Weeds 

G 

R 

$4.00 

Warping Wurm 

M 

R 

$3.00 

Wave Elemental 

Bl 

U 

$1.00 

WdUpnng 

M 

R 

$300 

Wildfire Enussary 

R 

U 

$4.00 

Wmdrcaper Falcon 

M 

U 

$100 

Withering Boon 

Bk 

u 

$2.00 

W<xkllv Tbtor 

G 

\ 

$3.00 

Yuv 

W 

R 

$3 at 

Zebra Unicom 

M 

u 

$1.00 

/Juifinn Commarxicr 

W 

u 

$1.00 

Zinina of the Claw 

R 

K 

$7.00 

Zombie Mob 

Bk 

U 

$1.00 

Zahen. Golden Feather 

W 

R 

$500 

VISIONS CARD LIST 



Booster Pack 



$2.95 

Booster Box 



Call 

Complete Set 


$119.00 

Commons Not Listed 


$.50 

Card Title 

Color 

Rarit 

y Price 

Aku pjinn 

Bk 

K 

S8.1X) 

Atnil of Boganian 

A 

R 

$1.00 

Arriiangel 

W 

K 

$7.00 

Army Ants 

M 

U 

$ 2 a> 

Blanket of Night 

Bk 

U 

$1 00 

Bogxrdau ITiocnix 

R 

R 

$6.00 

Braxs Taloo CTumeta 

A 

U 

$1.00 

Breath stealer's Crypt 
Brood of CivknuKties 

M 

R 

$3 w 

Bk 

U 

$1.00 

Chri*natog 

Bl 

R 

$10.00 

City of Solitude 

G 

K 

$11 00 

Ctxral Atoll 

L 

U 

lift) 

('omwioii 

M 

R 

$3.00 

C'reeping Mold 

Daraja Griffin 

G 

W r 

U 

U 

$2.ai 
$i ai 

Dc*erti»Mi 

Bl 

R 

$8.00 

Desolation 

Bk 

U 

$1.00 

Diamoixi Kalenkweiipe 

A 

R 

$4,IX) 

IXirmant Volcano 

L 

U 

$1.00 

Dragon Mask 

A 

u 

$i.a> 

Dream Tides, 

Bl 

u 

$1.00 

Elephant Grass 

G 

u 

$1.00 

Elktn Lair 

R 

R 

$4.(X) 

Equipoise 

W 

R 

$6.a> 

f'verglaiies 

L 

U 

$1.00 

Eye of Singularity 

W 

R 

$3.00 

Femcref Enchantress 

M 

R 

$4.00 

Firestorm Hellkite 

M 

R 

$9.00 

Flixidcd Shoreline 

Bl 

R 

$4.a> 

Forhkkicn Ritual 

Bk 

R 

S4.W) 

I^mrsliadow 

Bl 

U 

si.at 

GoWtn Recruiter 

R 

U 

$2.00 

Gnffin Canyon 

L 

R 

$4.00 

Gukling Sfmit 

Heal Wave 

M 

R 

$4.00 

R 

U 

$1.00 

Hrlm of Awakening 

A 

U 

siat 

Honorable Passage 

W 

U 

$1.00 

Hulking C'yckvps 

R 

u 

$1.50 

Iron-Heart < *himem 

A 

u 

$150 

Juju Bubble 

A 

u 

$i.a) 

Jungle Basin 

L 

u 

$ 2 .a> 

Kaenek** Spite 

Bk 

R 

$4.00 

Karoo 

L 

1J 

si.a> 

Katabatic Winds 

G 

R 

$3.00 

Kooku* 

R 

R 

$5 00 

Ky scu Drakr 

G 

U 

$1.00 

I cad-Belly Chimera 

A 

u 

$i.ai 

Lideoftwope 

Lightning Cloud 

G 

R 

R 

R 

$4.00 

$3.00 

Longbow Archer 

W 

U 

$2.50 

Magma Mine 

A 

l 

$i.at 

Matopt Golem 

A 

l* 

$1.00 

Miraculous. Recovery 

W 

u 

$1.00 

Mob Mentality 

R 

11 

$ 2 .at 

Munduneu 

Natural ( )rdcr 

M 

u 

$1.0) 

G 

R 

$600 

Necromancy 

Bk 

u 

$2.00 

Necrosavanl 

BL 

K 

$4.at 

Nekrataal 

Bk 

U 

$3.50 

Ogre Enforcer 

R 

R 

$3.00 

Ovmomanccr 

Bl 

IJ 

$2.00 

Peace Tails 

W 

U 

$1.00 

Pin rexian Marauder 
PilUr Tombs of Aku 

A 

R 

$5.00 

Bk 

R 

$7.0) 

Pnvsperity 

Bl 

U 

$2.50 

Pygmy Hippo 
Quicksand 

M 

L 

R 

U 

$4.00 

$2.(X) 

Qutrion Druid 

G 

R 

$4.(X) 

Rainbow Efrect 

Bl 

R 

$6.00 

Relentless Assault 

R 

R 

$11.0) 

Relic Ward 

W 

U 

$1.00 

luanas-cbc. 

com 

• 

1-881 


VISIONS CARD LIST (cont) 


Card Title 


Price 


RetnhutHMi of the Meek 
Righteous War 
Rowen 

Sands of Time 
Scakbane's Elite 
Shimmering Efrect 
Simoon 


$5.00 
$4 (X) 
$5.00 
$5.00 
$1.00 
$1.00 
$1.00 


ADVERTISEMENT 


Snake Basket 

A 

R 

$7.(X) 

Spittins Drake 
Squandered Resource* 

R 

M 

U 

R 

$2.50 

$&0O 

Stampeding W ikiebcerts 

G 

U 

$2.00 

Suleiman’s legacy 

M 

R 

$3.fX) 

Summer Bloom 

G 

U 

$1.50 

Suq'Ata Assassin 

Bk 

U 

$1.00 

Talruum ISper 

R 

u 

$100 

Tefeti’s ll. thn (Hurd 

W 

u 

$1.00 

Teteri's Ihi/zle Box 

A 

R 

$6.<X) 

Teferi’i Realm 

Bl 

R 

$3.ai 

Tempest Drake 

M 

U 

$2.50 

Three Wi shes 

Bl 

R 

$4.(X) 

Time and Tide 

Bl 

U 

$1.00 

Tin-Wtng Chimera 

A 

u 

$1.00 

Tithe 

W 

R 

$4.a> 

I riangle of War 

A 

R 

VL00 

l ktabi (hrangutan 
Undiscovered Paraifise 

G 

U 

$1.00 

L 

R 

$10.00 

Vampinc Tune 

Bk 

R 

S12.00 

Vampirism 

Vtasmno Saralstalkcr 

Bk 

U 

$1.50 

R 

U 

$2.00 

Viashivan Dragvm 

M 

R 

$6.00 

Wand of I>enial 

A 

R 

$6.00 

Waterspout Djmn 

Bl 

U 

$1.00 

Wind Shear 

G 

V 

$1.00 

/Juifinn Crusader 

W 

K 

$7.00 

WEATHERLIGHT CARD LIST 


Booster Pack 



$2.95 

Booster Box 



Call 

Complete Set 


$149.00 

Commons Not Listed 


$1.00 

Card Title 

Color 

R*fty 

Price 

Abduction 

B) 

U 

$ 2 .a> 

Abeyance 

W 

R 

SUUX) 

Alxiruth 

G 

R 

VriX) 

/Ether Mash 

K 

II 

$3.a) 

Agom/ing Mciiuxks 
A labaster Dragon 

Bk 

U 

$i a) 

W 

R 

$8.fXI 

Ancestral Knowledge 

Bl 

R 

$8.(X) 

Arctic Wolves 

G 

U 

$1.50 

Argivian Find 

W 

U 

$1.50 

Argivian ResUrration 

Bl 

U 

$i.a) 

Aura of Silence 

W 

U 

$1.00 

Avizoa 

Bl 

R 

$5.00 

Barishi 

G 

U 

$1.50 

Bone Darker 

Bk 

R 

$7.a> 

Btvsium Strip 

A 

R 

59.00 

Bubble Matrix 

A 

R 

$8.<X) 

Buried Alive 

BL 

If 

$1 (XT 

('all of the Wild 

G 

R 

$8.(X) 

Chimeric Sphere 

A 

U 

$1.50 

Cinder (Jiant 

R 

U 

$i.a) 

Circling Vultures 

Bk 

u 

$I.(X) 

(Tinid hjiim 

Cone of Maine 

Bl 

u 

$1.50 

K 

u 

$1.50 

Debt of Liyalty 

W 

R 

$5.00 

Dense Foliage 

G 

R 

$5.(X) 

Despetalc Gambit 

R 

U 

Si.on 

Dingus Staff 

A 

U 

$250 

Doomstlay 

rx*wndraft 

Bk 

G 

R 

U 

$7.(X) 

$1.00 

Dwarven Tiuuimaturgist 

R 

R 

$5.<X) 

Ertai's Familiar 

Bl 

R 

$6.(X) 

Fallow W’unn 

G 

U 

$1.00 

Familiar Ground 

C, 

U 

$1.50 

Fervor 

R 

R 

$4.a> 

Festering Evil 

Bk 

U 

$1.00 

Firestorm 

R 

R 

$8.(X) 

Foriysian Bngaile 

W 

U 

$i.a> 

Fungus Elemental 

G 

R 

S4.(X) 

Gaea’s Blessing 

G 

U 

$1.50 

Gallow braid 

Bk 

R 

$4.00 

Gemstone Mine 

L 

U 

$4.(X) 

(Jcrrard’s Wistkvm 

W’ 

U 

$1.00 

Gobitn Bomb 

R 

R 

$7.a) 

Goblin Grenadiers 

R 

U 

$1.00 

Heart of Bogardan 

R 

k 

$8.00 

1 leat Stroke 

R 

R 

$3.00 

Hidden Hchtot 

Bk 

U 

$1.50 

Hurioon Shaman 

R 

u 

$1.00 

Infernal Tribute 

Bk 

R 

$4.00 

Inner Sanctum 

W T 

R 

$3.00 

Jabari’s Banner 

A 

U 

$130 

laiva Htxjikb 

R 

U 

$2.50 

l jege of the Hollows 

G 

R 

53.1X) 

Uanowar Behemoth 

G 

U 

$1.50 

la»fiis Vale 

L 

R 

$15,00 

Man a Web 

A 

R 

$9.a) 

Maraxus of Kcld 

R 

R 

$9.a) 

Master of Arms 

W 

U 

SL00 

Mischievous Ddtergeist 

Bk 

U 

$1.00 

MistrikHm Griffin 

W 

U 

$1.00 

Morinfcn 

Bk 

R 

$5.a> 

Mwonvuli (Xi/e 

G 

R 

$3.(X) 

Nature’s Resurgence 

G 

R 

$7.(X) 

Necratog 

Bk 

U 

$3.00 

-844-8262 





















IGUANA'S MAGIC CATALOG • ORDER NOW CALL 888-8-IGUANA 


WEATHERLIGHT CARD LIST (cont) 1 

TEMPEST UST (cont.) 


Card THk 

Color 1 

Carfcv Price 

Card Title 

Color 

Raritv 

Price 

Noble Benefactor 

Null Rtxl 

Bl 

A 

U 

R 

$1.50 
$7 (X) 

Enraging Lick! 
t rials Meddling 

R 

Bl 

U 

R 

$1.00 

$7.00 

Ody lu: W raith 
(trvidi Settlers 

Bk 

K 

U 

U 

$1 50 
$200 

l-scaped Shapeshifter 
Essence Bottle 

Bl 

A 

R 

U 

$7.00 

$1.00 

Paradigm Shift 

Hi 

R 

$6 (X) 

Excavator 

A 

U 

$1.00 

Peacekeeper 

PfcndreJI Mims 

W 

Bl 

R 

R 

$7.00 
$7 00 

Extinction 

Fevered Convulsion* 

Bk 

Bk 

R 

R 

$7.00 

$4.00 

Phantom Wimor 

Bl 

U 

$1 50 

Field of Souls 

W 

R 

$7.00 

Phyrcxian lunuce 

A 

U 

$1 50 

Firefly 

R 

U 

$1.00 

Psychic Wirtcx 

Bl 

R 

$5.00 

Flailing Drake 

G 

U 

$1.00 

Relearn 

Bl 

U 

$2 50 

Flickering Ward 

Fighting Drake 

W 

U 

$1.00 

Revered Unicorn 

W 

U 

$200 

G 

U 

$1.00 

Rtx Hatchling 

R 

u 

$2.50 

Howmooc Salamander 

R 

U 

$1.00 

Scorched Rum\ 

L 

K 

$9.00 

FTowstonc Sculpture 

A 

R 

$5.00 

Screoitv 

W 

R 

$4.00 

Flravstone Wyvcm 

R 

R 

$6.00 

ScrraN Blessing 

W 

U 

$2 00 

Foal'* Ibme 

A 

R 

$6.00 

Serrated Biskchon 

A 

U 

$1.50 

Fugitive Druid 

G 

R 

$3.00 

Southern Paladin 

W 

R 

$4.00 

Furnace of Rath 

R 

R 

$7.00 

Steel Golem 

A 

U 

$200 

Fvlaniarid 

B 

U 

$1.00 

Strands of Night 

Bk 

u 

$1 50 

(rallantry 

W 

U 

$1.00 

Straw Golem 

A 

u 

$1.00 

Gemnfs Battle Cry 

W 

R 

$7.00 

Sylvan Hierophant 

G 

u 

$1 50 

Goblin Bomhardmeot 

R 

U 

$1.00 

Tariff 

W 

R 

$3.00 

Grindstone 

Bk 

R 

$8.00 

Te ten's Wil 

Bl 

U 

$2.00 

Ghent Town 

L 

U 

$1.00 

Thnra Forge 

A 

U 

$2,00 

Hanna s Custody 

R 

R 

$4.00 

Thran Tome 

A 

R 

$5.00 

Hand to Ham! 

R 

R 

$5.00 

Thundemiarr 

R 

R 

$10.00 

Harrow 

G 

V 

$1.00 

Timid Drake 

Bl 

U 

$1.00 

Havoc 

R 

U 

$1.00 

ibianan KntranctT 

Bl 

K 

$3.00 

Heart wood Giant 

C» 

R 

$3.00 

Tolaran Serpent 

Bl 

k 

$3.00 

Heart wood Trcfoik 

G 

U 

$1.00 

Touchstone 

A 

r 

$2.50 

Helm of Possession 

A 

R 

$8.00 

Tranquil Grove 

G 

R 

$4.00 

Homed Sliver 

G 

U 

SLOG 

Urborg Justice 

Bk 

K 

$7.00 

Humility 

W 

K 

$7.00 

lirborg Stalker 

Bk 

R 

$4.00 

Imp’s Taunt 

Bk 

U 

$1.00 

Veteran FUptarer 

G 

U 

$1.50 

Insight 

Bl 

u 

$1.00 

V<xlalian (liusionisi 

Bl 

U 

$1.50 

Interdict 

Bl 

u 

$1.00 

Volunteer Reserve* 

W 

u 

$1.50 

Intuition 

Bl 

R 

$5.00 

Wave of Tenor 

Bk 

R 

$3.00 

Invulnerability 

W 

U 

$1.00 

Well of Knowledge 

A 

R 

$7.00 

Jackal Pup 

Jet Medallion 

R 

U 

$1.00 

Winding Canyons 

L 

K 

$5.00 

A 

R 

$6.00 

Xanthic Statue 

A 

R 

$5.00 

Jinxed Idol 

A 

R 

$5.00 





Kr//eninx 

Bk 

R 

$4.00 


TEMPEST LIST (contJ 


Card Title 


TEMPEST 


Booster Pack 

$2.95 

Booster Box 

Call 

Starter deck 

$8.95 

Starter box 

Call 

Complete Set 

$279.00 

Commons Not Listed 

$1.00 


Card Title 


Color Rarity Price 


Abandon Hope 
Altar of Dementia 
Ahercn 

Ancient Tomb 
Ancient Runes 
Angelic Protector 
Apes i4 Rath 
Apocalypse 
Armor Sliver 
Aural og 
Avenging Angd 
Bmhed Sliver 
Bellowing Fiend 
Benthic Behemoth 
Boil 

Bcxiby Trap 
Bottle Gncmes 
Bounty Hunter 
Caldera Lake 
Canyon Drake 
Camunettc 
Chaotic Goo 
Charging Rhino 
Chill 
Choke 

Cinder Marsh 
Coffin Queen 
Cold Storage 

Commander (inrveti il*Vcc 

Corpse I>ancr 

Cra/ed Amwxlon 

( ursed Scroll 

Dauthi Embrace 

Daulhi Ghoul 

Dauthi Mercenary 

Dauthi Mindrippcr 

Dcadsbot 

Death PiLs of Rath 

Dismiss 

Dirtcow l Wurm 

Dracoplasm 

Dread of Night 

Dregs of Sorrow 

Duplicity' 

He ho Chamber 
Earthcraft 
FJadamris Viney ard 
TUatLimris, land of 1-eaves 
Hlven Warixamds 
ivmcrakl Medallion 
Emmcssi Tome 
Energi/cr 


$1.00 
$5.00 
$8.00 
$1.00 
$1.00 
$2.tJ0 
SHOO 
$6.00 
$1.00 
$4.00 
$7.00 
$1.00 
$2.00 
$7.00 
$2.00 
$9.00 
$1.00 
$5.00 
$7.00 
$3.00 
$3.00 
$3.00 
$1.00 
$1.00 
$1.00 
$1.00 
$6.00 
$5.00 
$9.00 
$7.00 
$5.00 
$7.00 
$2.(X) 
$1.00 
$1.00 
$1.00 
$4.00 
$JU» 
$2-50 
$8.00 
$7.00 
$2.00 
$7. IX) 
$6.00 
$6.00 
S. V 

$ 8.00 

$7.00 


Knight of Dawn 
Knight of Dusk 
Krakilin 
leeching Uctd 
Legacy'* Allure 
I rgerdemain 
Light of Day 
Living fX»ath 
Lobotomy 
Maddening Imp 
Mfigmasaur 
Magnetic Web 
Mima Severance 
Mfarble Titan 
Ma/c of Shadow s 
Maw cor 
Meditate 
Mindwtiip Stiver 
Minion of the Wastes 
Mims Guide 
Mogg Hollow 
Mneumomc Sliver 
Mogg Cannon 
Mogg Squad 
Mongrel Pack 
Nature’s Revolt 
Needlestorm 
No Quarter 
Nurturing lie id 
Opportunist 
Oracle Hit Vcc 
Ontn s Prayer 
“Onto, Samite Healer" 
Overrun 
Paliinuind 
Patchwork Gnomes 
Perish 

Pearl Medallion 
Pegasus Refuge 
Phyrexiazi (in moire 
Ph’vrexian Hulk 
Phyrcxian Splicer 
Pine Barrens 
Precognhitfli 
l^ipaganda 
Puppet Strings 
Quickening Licid 
Ram of Tears 
Ranger Lin-Vcc 
Rathi Dragon 
Reanimate 
Reap 

Renegade Warlord 
Reflecting Pool 
Repentance 
Reckless Spile 
Recycle 

Roi water Diver 
Rent water Matriarch 
Root water Shaman 
Root water Depth* 

Root Mu/e 
Ruby Medallion 
Sacred Cnndr 


$1.00 
$1.00 
$ 1.00 
$1.00 
$1.00 
$2.00 
$1.00 
$8.00 
$1.00 
$3.00 
$63 X) 
$6.(M) 
$ 8.00 
$3.00 
$2.00 
$4.(X) 
$10.00 
SI.00 
$8.00 
$4.00 
$1.00 
$1.00 
$1.00 
$1.00 
$6.00 
$7.00 
$1.00 
$7.00 
$1.00 
$1.00 
$ 5.00 
$1.00 
$6.00 
$1.00 
$4.(X) 
$1.00 
$1.00 
$6.00 
$4.00 
$5.<X) 
$1.00 
$1.00 
$6.00 
$4.00 
$1.00 
SI.00 
$1.00 
$1.00 
$1.00 
$11.00 
$1.00 
$1.00 
$1.00 
$12.00 
$1.00 
si.on 

$7.00 

$1.00 

$5.00 

$4.00 

$ 1.00 

$4.00 

$6.00 

$5.00 


G 

R 

$6.00 

Sapphire Medallion 

A 

R 

$6.00 

A 

R 

$6.00 

Safeguard 

W 

R 

$8.00 

A 

R 

$6.00 

Salt Flats 

L 

R 

$7.00 

A 

R 

$7.00 






ScaNand 

Sarcomancy 
Scalding Tongs. 
Scragnoth 
Scotched Earth 
Screeching Harpy 
Scroll Rack 
Serene Offering 
Segmented Wurm 
“Sclcnia, Dark Angel" 
Searing Touch 
Shadowstorm 
Shocker 

Sky shroud Condor 
Skvshrouil Forest 
Sky din md Vampire 
Sky Spirit 
Souldrinker 
.Soltan Guerillas 
Soltari Crusader 
Sol tan Limissary 
Spontaneous Combust k> 
Spirit Minor 
Soltan Monk 
Soltan Iriiest 
Starke of Rath 
Staunch lhsfenders 
.Sunt Orb 
Stalking Stones 
Steal F-ndianmcnt 
Stinging Licid 
Storm Fn>nt 
Sudden Impact 
Tahncarths Rage 
Tclctnoptci 

ThalaLsos Dreamsowcr 
Thaialsos L.owiands 
Ihumbsercws 
Time Warp 
Tboth and Claw 
Torture Chamber 
Tradcwind Rkler 
Trumpeting Amxxion 
l^nstaWe Shapeshifter 
Verdant Force 
Verdigris 
Vhati-il-Dal 
Vcc Townships 
Warmth 
Wasteland 
Watchdog 
Whim of volrath 
Whispers of the Muse 
Wind Dancer 
Winds of Rath 
Winter s Grasp 
Wild Wurm 
Wood Sage 
Worthy C ause 


Color 

Hariri 

Price 

L 

R 

$7.00 

Bk 

R 

$4.00 

A 

R 

$4.<X> 

G 

U 

$2.00 

K 

R 

$6.00 

Bk 

U 

$1.00 

A 

R 

$9.00 

M 

U 

$1.00 

M 

U 

$1.00 

M 

R 

$8.00 

R 

U 

$1.00 

R 

U 

$1.00 

R 

R 

$6.00 

Bl 

U 

$1.00 

L 

R 

$7.00 

Bk 

U 

SUX) 

M 

u 

$1.00 

Bk 

u 

SI 00 

M 

R 

$6.00 

W 

U 

$U)0 

W 

R 

$4.00 

M 

IJ 

$1 00 

W 

K 

$8.00 

W 

U 

$1 (X) 

w 

U 

$1.00 

R 

R 

$6.00 

w 

U 

$1.00 

A 

R 

$6.00 

L 

U 

$1.00 

Bl 

U 

$1.00 

Bl 

U 

$1.00 

G 

U 

$1,00 

R 

IJ 

$1.00 

R 

u 

$1.00 

A 

u 

SUX) 

Bl 

u 

$1.00 

L 

u 

$1.00 

A 

R 

$4.00 

Bl 

R 

$19.00 

R 

R 

$.300 

A 

R 

$5.00 

Bl 

R 

$6.00 

G 

U 

SUX) 

Bl 

R 

$7.00 

G 

R 

$6.00 

G 

U 

SUX) 

M 

R 

$5.00 

L 

U 

$1.00 

W 

U 

$1.00 

L 

U 

$2.00 

A 

U 

SUX) 

Bl 

R 

$5.00 

Bl 

IJ 

$2.00 

Bl 

U 

$1.00 

W 

R 

$9.<X> 

G 

U 

$1.00 

R 

U 

$1 00 

M 

R 

$4 00 

W 

U 

$1.00 


ORDER FORM 


Iguana's Comic Book Cafe 
123 N. St, t-A 
Iowa City, Iowa 52245 
Toll Free 1-888-844-8262 
Phone: 319-338-0068 
Fax: 319-338-1663 


Placi ng An O nlw 

* Order may be placed over the phone, by u 
by email, or through the mai. Our phone 
number Is 319-338-0068. Our em»t s 
cards6dguana-cbc.com. IT you art placing a 
order by mail complete this form or a tacse* 
and return it to us. 

* We accept Money Orders, Check s ¥ni 
MasterCard, A Discover. When paying by 
check, orders wM be held until the t& 
dears. Most other orders are shipped 
24 hrs. 

* Payments for international orders may be 
made by Credit Card or by Internal id 
Money Order in U.S. funds routed thought 
U.S. Bank 

* No C.O.D.S. 

* Figure postage separately for Items not 
shipping together. 

* No cancelations on Pre-Orders. 

* We strive to deliver great service. Id m 
know how we do. 


RETAIL ONLY 


NAME 


ADDRESS 

CITY 


STATE 


PHONE 


□ 


□ 


□ 


□ 


Check/Money Ordw 


CREDIT CARD # 
Exp Date 
SIGNATURE 


ITEM 

QUAN 

PRICE 

TOTAL 




_—— I 












-- 








--- 












— 


www.iguanaS'Cbc.com • cards@iguanas-cbc.com • 1-888-844-8262 


PRICES SUBJECT TO CHANGE 


ADVERTISEMENT 






















































s t r. a t 


Inside the 
Industry 




HIS FALL, Wizards once again set Internet gaming newsgroups 
buzzing by securing U.S. Letters Patent 5,662,332 on the “trading 
card game method of play” (see this issue’s “Wizards of the Coast 
News”). As is typical online, the discussion generated more heat 
than light, and many posters confessed complete ignorance of patent 
law'—though this didn’t stop them from opining loudly and often. For them 
and many others, here are the patent basics. 

Governments award patents to inventors of “any new and useful process, 
machine, manufacture, composition of matter, or improvement thereof.” A 
patent grants the inventor the right to prohibit others from making, using, or 
selling the invention. The American governments authority to grant patents 
comes from the Constitution, Article I, section 8. Almost all other countries 
grant similar protection, hut patents are usually protected only within the 
granting country’s jurisdiction. If you want patent protection in another country, you 
must file there as well; certain treaties expedite overseas filing. 

Only the individual inventor can receive a patent, but he or she can then assign the 
rights to a company. The trading card game patent went to Richard Garfield, hut he 
assigned all rights to Wizards of the Coast. 

In America you must file for a patent within one year of use and sale of the inven¬ 
tion. The Garfield patent is dated October 17, 1995, over two years after Magic’s offi¬ 
cial publication in August 1993. However, this was an amended version of an 
applic ation originally filed in June of 1994. It is common to amend a patent application 
after filing. 

Most American patents last seventeen years and cannot be renewed except by an act 
of Congress. In the 1980s the Patent and Trademark Office of the Department of 
Commerce granted a record 737,000 patents. Today the U.S. government awards over 
100,000 patents a year, signifying a recent change in Patent Office practice. 

Throughout most of Americas history, patents went exclusively to physical objects, 
processes, and newly bred plant varieties. Processes involving only mental steps were 
not usually considered eligible for patents, but in the last decade or so the government 

has started awarding patents more broadly: to software, 
mathematical formulas, genetically engineered life 
forms, and other intellectual property. The “method of 
play” in the Garfield patent falls in this foggy domain, 
which helps explain why the Patent Office took so long 
to award it. “It’s difficult to pin down intellectual prop¬ 
erty in this area,” said Garfield. 

There you go, Internet mavens. Go forth and argue 
again. But let the facts govern the rhetoric, okay? 
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Six Feet oF incognito. 

DAMEN “DEMON” RUSH 
SPECIALTY: COVERT OPERATIONS 

























01997 Sog/iSo* N«**orV* ir*c V*grfanc*. HEAT NET f»nd HEAT logo ai» o# SagaSoft N«Two«k» Inc Ai nghta 




as well as a new card type: decrees, biddable 
Imperial enhancements. 

< monomyth @ aol.com >; < #ww .lastumcomgames.com > 




hens/Predator (Harper- 
I Prism, New York Ciry): 
f Despite rumors of Harper 
pulling out of the gaming 
field, at press time the 
game was set to ship in December. 1 he 
Precedence design team (John Myler, Dave 
Hewitt, Paul Brown, Ran Ackcls) will cre¬ 
ate an expansion of about 150 cards based 
on the new Alien Resurrection , “starting 
right after we see the movie.” No release 
date has been set. <hprismccg@ aol.com>; 
<www.harixfprism.com/ccg> 


>- Babylon 5 (Precedence, Tempo, AZ): 
The 445-card Premiere Edition should be 
out now (four semi-fixed starters, $8.95 
each; 8-card boosters, $1.95). Buying the 
four starters, keyed to the four main B5 
races, provides ail the starter-only com¬ 
mons. In January expect two boxed intro¬ 
ductory sets based on the Earth-Minbari 
and Centauri-Nam Wars. Each box will 
contain two fixed 50-card starters (identical 
to the retail decks), a booster, and a simpli¬ 
fied 24-pagc rulebook ($14.95). The first 
expansion, Shadow War ; is due in spring. 
With about 150 cards, it will cover the Vor- 
lon-Shadow conflict from the show’s sec¬ 
ond and third seasons. <B5@ eternity.com >; 
<www.etcmity.com> 


vr Legend of the Five Rings (Five 
Rings, Bellevue, WA):Thc three-month 
Scorpion Clan Coup prequel game is now 
under way: 80 cards a month from Novem¬ 
ber to January, sold in half-fixed 60-card 
Scorpion and Lion starters (December, 
$8.99) and 1 5 card boosters ($2.99). An 
Arabian-style spinoff game. Legend of the 
Burning Sands, will premiere in April, and 
an L5R sequel will dehut in May. Each fol¬ 
lows a story arc told in nine monthly 
releases, and characters cross back and forth 
between the sister games. 

Middle-Earthi The Wizards lr : 

Crown Enterprises, Charlottesville, VA : 
The White } land h due out now.The 122- 
card expansion, by Coleman Charlton and 
Mike Reynolds, is named for SarumanV 
symbol (12-card boosters with two rarcs, 
$3.25). The set offers “Fallen" versions of 
the five original Tstari, plus new resources 
that grant staging paints. Each Fallen wiz¬ 
ard has a unique “bomb card" representing 
the culmination of his goal. 

The first of four MEcCCG Sites V See- 
ruirios books, A Ijjng-Expected Party pro 
vides color maps with new sites tor the v m\ 
game. Originally scheduled for October, it 
should he out alxrnt now, with the others 
due at three-month intervals. The next 
expansion, The Balrog, is due in spring 
<ice@ ironaown.com >; <www.ironcown.com> 


How you see him. 
Usually you don’t. 

ALEXANDER -‘CHECKMATE” BISHOP 



Chron X (Genetic Anomalies, Cam¬ 
bridge, MA):This Internet card game’s first 
expansion, Overture , should be online as 
this issue hits the stands. It adds 150 new 
resources that develop the five major fac¬ 
tions. Download it from <www.ChronX.com>. 
The original game has now circulated over 
500,000 virtual cards. <EdMartin@GeneticAnom- 
alies.com >; <www.GeneticAnomalxs.com> 

r ' Dune (Last Unicom Games, Harris¬ 
burg, PA/Five Rings, Bellevue, VVA): Judge 
oj'thc Change , a 152-card expansion by 
Owen Sevier, should he out now (60-card 
starters, $8.99; 15-card boosters, $2.99). 
The half-fixed decks add the Spice Miners 
Guild and Water Peddlers Union factions, 


Mythos (Chaosium, Oakland, C A 
After long delays, a New Aeon may finally 
dawn. The 200-card standalone set of the 
modem-day Mythos should be on the 
shelves about now (60-card starters, $8.95; 

13-card boosters with two rares, $2.95 
< chaosium @ chaosium.com>; 

<www.sirius.com/-chaosium/chaosium.html> 

Rage (Five Rings, Bellevue, W A 1 he 
second of nine monthly releases brings 
mostly- fixed starters for Bone Gnawers and 
Red Talon (60 cards, $8.99) and 15-card 
boosters ($2.99). January' will bring the 
Shadow Lords and Silent Stridcrs. 

n Star Trek CCG (Decipher, Norfolk, 
VA):To repeat from last issue: "The long- 
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jciittd Fajo Collection should be out 
now.’ Decipher sales manager Matt Mar- 
m aid image approvals caused the delay. 
\o: only docs any card showing, say, 

Guiiunrequire actress Whoopi Gold¬ 
bergs approval, but the set s inclusion of a 
1%2 Roger Maris baseball card (as seen 
m the Trek episode featuring demented 
collector Fajo) unexpectedly required last- 
minute negotiations with the Roger 
Maris estate. 

These and other reasons delayed First 
Contact, the expansion that introduces the 
Bore 130 cards, 9-card boosters for 
S2.50).it changes the game so much, 
makc> it so aggressive,” said Mariani, "that 
the product development issues were enor¬ 
mous" It, too, should be out now. Spring 
should bring a two-player Deep Space 9 
Introductory Set with 120 new cards. 
<0Ca«Sm«©6eo|>her.(Ofn>; <www.decipher.com> 


Star Wars CCG (Decipher, Norfolk, 
VA): At press time, Cloud City’s ship date 
was November 4 (9-card boosters with one 
rare, $2.50). Ilte first of three 165-card 
expansions based on Return of the Jedi, 
Jabba's Palace (formerly Tatooine) is planned 
for March. I he World Championship, with 
over 50 players from 20 countries, takes 
place December 4 in Norfolk, VA. 

X-Files (USPC Games, Cincinnati, 
OH): In October USPC suddenly canceled 
the 22364 expansion as well as all three 
Collector Sets, shut down the website, and 
eliminated support for X-Files. USPC 
blamed poor fan response, but in an irate 
Internet post former USPC game devel¬ 
oper Dave Frank blamed the first editions 
poor collation, poor profit margins due to 
the license’s steep royalties, and high over¬ 
head. No word yet on the fate of the X~ 
Files game license. <USPCGames @ aol.com> 



ews 




(Hcartbreaker Hobbies, 
om, PA): Scheduled for February, 
the first expansion. Genesis , will feature 
over 120 cards (boosters with 15 cards 
plus one info card, $2.99). Along with 
new Commanders, Warriors, Establish¬ 
ments and Intrigue cards for all affilia¬ 
tions, the set will introduce 
Mcgacorporatc and Brotherhood forces. 
Genesis will focus on sea battles, with 
new Coastal, Floating, and Submerged 
E ublishmcnts; massive ships; and sea 
monsters. <hrtbrir000@aol.com>; 

< ^mbwaoLcom/doomtroop/doomtrooper.html/> 


Doomtown. The Legend of 

Caine County 


'Five Rings Publish¬ 
ing Group, Bellevue, WA): As men¬ 
tioned last issue, this card game, based 
on Pinnacles Deadlands: The IVeird West 
RPG,will debut in February'. The first 
150-card release will come in four half- 
fixed 60-card starters ($8.99) and 15- 
card boosters ($2.99); small expansions 
will follow monthly for seven months. 

(Hcartbreaker): The 


seventh expansion, Ragnarok , will add 
over 100 new cards (15-card boosters, 
S2.99). All affiliations will gain new 
warriors, especially Ilian, and Mission 
cards will introduce new strategics. Rag- 
narok is currently scheduled for March. 

(HarpcrPrism):Thc first 
expansion is planned for spring. A pro¬ 
jected demo program will offer demon¬ 
strators “Harper Dollars” to buy 
anything on the Harper backlist. 
<hprismccg@ aol.com> 

(FASA Corporation, 
Chicago): A second printing of the basic 
game. Second Running, replaces 39 exist¬ 
ing cards (including almost all Objec¬ 
tives) and changes art on 12 more. The 
first expansion. Underworld, \ due in Jan¬ 
uary; will offer 150 cards, including affil¬ 
iation-based runners: the Mafia, Lone 
Star security, yakuza, gangs, smugglers, 
and orher factions seen in recent SR 
rolcplaying supplements (Underworld 
Sourcebook, Cyberpirates). Underworld 
objectives offer different results depend¬ 
ing on the affiliation of runners who 

<www.fasa.com> 
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Where We Have 
Boldly Gone 


> by Kathy McKraken and 
David Bowling 


The Final Frontier Keeps Expanding 
(and Improving) 


Let’s face its 
the world of Star 
Trek is huge and as i 
complicated as the 1 
galaxy itself. You’d 
need professional 
help to properly 
explore even one 
aspect of that 
world • •• which is just 
what The Duelist has 
to offer. After some 
intense negotiations 
(and some judicious 
string-pulling by 
the High Command), 
we’ve arranged for 
an actual 
Starfleet 
Officer to 

legwork as 
we map out 
the card game 
corner of everyone’s 
favorite science 
fiction franchise. 


ctivating the* voice interface of her 
Model EEHP intelligence com- 
K purer, the Major posed her first 
m query: “Computer, identify phe- 

jM A nomenon known as ‘Star Irek 

W ^ COG." 

After a brief pause, the EEHP began: 
“The Star Trek Customizable Card Game 
(ST: CCG), published by Decipher, Inc., 
hit the stores in November 1994 and was 
an instant success. The game was one of a 
new genre that had appealed only 
11 te previous year...” — 

“A game?* interrupted f *T aTL ~^ 1 ’ 
the Major. “Explain its v ^ \ 1 

premise.” \\ ' JV 

“Utilizing characters \\ 
and plot elements from the \ 
popular television series, \ 
the‘universe’of363 cards in ^ 

the Premiere Release intro- ' — 
duced all the basic elements Jw 4 

of the game: ships and crews from It ^ 
the three major factions (Federa- / 
tion, Klitigon, and Romulan), / j gfijBj 
outposts where they report for / 
duty, a ‘spaceline’ of mission ' 
locations, and plot-twisting 
dilemmas (obstacles) to keep things inter- 
\ esting. The objective of the game is to be 
A the first to score 100 points, primarily 
) \ from completing missions.” 

“The I ligh Command wants to 
\ know why it’s so popular,” said the 
,\ 1 ajor. “Any ideas?” 

“That will require an in-depth 
analysis of the game. Will advise when 
ready. Deactivating voice interface.” 

Premiere Release 

A message on the console the next morn¬ 
ing read, “Please join me in I lolosuite A — 
KF.l IP.” Inside, the Major recognized the 


holographic persona of the intelligence 
computer, which beckoned her over. The 
other figures, dressed as 20th ccntur\ 
gamers and paired off over card tables, 
were frozen in mid-play. 

“I have researched vour question by 
recreating an early tournament,” said the 
F.KI 1P proxv. “ I Ye learned a lor about the 
Premiere Release. 

“I’m playing the Federation, which play¬ 
ers quickly perceived as the most powerful 
affiliation for mission-solving decks due to 
its multi-skilled bridge personnel. Unfor¬ 
tunately, the Federation cannot initiate 
battle. Battle-oriented players gravitated 
i to the Klingons—only a few good per 
\ sonnel, but they have armadas of one- 
A man K’Vort warships and no battle 
, \ restrictions. The Romulans utilize 
^treachery and enough useful 
—- skills to build at least one good, 

> jl focused deck. 

I I “A few cards quickly became 
1 I indispensable: The Iravclcr: 

/ Transcendence and Kivas l ajo 
/ Collector allow you to draw cards 
59? / quickly; Red Alert allows you t<> 
I play them just as fast; Amanda 
Rogers and Kevin Uxbridge coun¬ 
teract annoying Events and Interrupts 
played by your opponent; and Q2 counters 
Kevin and Amanda. Two key artifacts 
emerged as potential game-breakers: the 
I Iorga’hn, which allows you to take two 
turns to your opponents one, and the 
Betazoid Gift Box, which allows you to 
pull three cards from your draw deck. 1 he 
preferred method for handling dilemmas 
became known as “red-shirting”—having 
one personnel at a time encounter the 
dilemma to limit any negative impact to 
that lone crew member. 

“Within a month of the game’s release. 
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trad 


informal tournaments like this one 
began to appear. In January 1995, Deci¬ 
pher issued tournament guidelines to 
curb the worst abuses, but there were still 
problems. The Horga’lm was much too 
powerful; the three affiliations were 
unbalanced in power; most dilemmas 
were targeted only to either planet or 
space missions exclusively, so an all¬ 
planet mission deck could render many 
dilemmas useless; and battle was 
too mechanical. In addition, rules 
interpretation was still in a forma¬ 
tive stage and decentralized, and 
the FAQ_doeumcnts weren’t widely 
accessible. 

“More critical to the players was 
the fact that a single ‘starter deck’ did¬ 
n’t actually allow you to start playing. 

A minimum of six missions were 
required, with the appropriate personnel 
and outpost, but even two or three 
starters might not produce a viable deck. 
Decipher addressed this problem bv 
offering to exchange and redistribute 
common mission and outpost cards, and 
then by distributing free ‘Warp’ packs 
that included missions and an outpost 
usable by any affiliation. Most players 
could build a reasonable beginner's deck 
from a couple of starter decks and a 
Warp pack.” 

“And the other problems?” asked 
the Major. f 

“Just as soon as 1 finish this tour- i 
nament, I’ll look into it. Right now, / 
my Klingon opponent is about to / /I 
uncover a dilemma that will destroy / « 
his ship.” As the Major exited the / £ 
holosuite, she heard EEHP’s ^ 
opponent release a loud Klingon L -- 
Death Yell, to both warn the dead and 
to score five bonus points. 

Alternate Universe 

W r hen she returned the next day, the 
Major found EEI IP play ing a Klingon 
deck. “This tournament is much larger,” 
she commented. 

“By the time the Alternate Universe 
(AU )expansion appeared in November 
1995 EKHP replied, “Decipher began 
sponsoring tournaments at some of the 



large gaming conventions. In addition, 
they debuted an updated website where 
complete rules interpretation was con¬ 
solidated under one person. 

“After a year's wait for a new expan¬ 
sion due ro licensing problems, AU 
revived lagging player interest with an 
infusion of new missions, dilemmas, and 
several interesting innovations. One was 
the Alternate Universe 
Doorway, which allowed 
cards from ‘alternate’ uni¬ 
verses or timelines to enter 
the ‘real’ spaceline. 

“More important were 
dual-affiliation person¬ 
nel. Major Rakal and 
Stefan DeSeve had both 
Romulan and Federa¬ 
tion icons, allowing them to he 
used by either affiliation and to ‘defect’ 
(switch affiliations) during the game. 

“Many cards in the set reflected Deci¬ 
pher’s policy of countering problem 
cards and strategies with other cards, 
rather than simply banning cards out¬ 
right and eliminating strategies com¬ 
pletely. Thine Own Self imposed a risk 
on red-shirting; Jamaharon provided a 
common counter for the I lorga’hiv,The 
Charybdis stalled artifact acquisition, 
while Vorgon Raiders allowed artifact 
‘stealing.’ Nine new 
dilemmas were usable 
on either planet or space 
missions, diluting the 
advantage of all-planet or 
all-space decks. 

“Decipher also revised 
their tournament guidelines 
in early ’96, removing all 
restrictions on duplicate 
cards. Two AU cards anticipated this 
change; Yellow Alert nullified Red Alert 
and prevented another from being 
played; Countermanda inhibited reuse 
of Kivas Fajo and other abusablc cards. 

“Some other problems remained. 
Although AU contained new personnel 
and ships for all affiliations, the Klin- 
gons and Romulans still lagged well 
behind the Federation in both number 
and quality of personnel. Despite cards 




Count on him 
to always crack 
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that introduced elements of unpre¬ 
dictability into battle resolution, battle 
remained relatively uninteresting. I be 
set did present several ways to acquire 
captives who could be interrogated to 
earn points, with promises ol Brainwash 
and Torture cards in future sets. 

“The higgest problem facing S I. 
CCG was its impending demise. Despite 
the game’s overwhelming popularity. 
Decipher s licensing difificul- 
ties had resulted in a decision 
not to renew the contract for rjf J 
the game when it expired at the \ ^ 

end of 1997, and they began \ 
planning the final expansions. \ 

The Major interrupted: “But \ 
my assignment spoke of ‘unprece- . m 
dented growth of interest! 1 hat C— 
doesn’t sound like a dying game.” 

“Evidently, something else happened,” 
replied KEf IP. “I should know by tomor¬ 
row. Now, if you’ll excuse me, it’s time for 
me to Interrogate Mot the Barber, who’s 
in my Cardassian Trap.” 

As the Major returned to her office, 
she heard EEI IP's opponent shrieking. 

There ... are ... FOUR ... lights!" 

0 Continuum 

The Major was prepared for yet another 
increase in the size of the tournament in 
progress. EEI IP, present and playing a 
Romulan deck, greeted her and began to 
report. 

“In October 1996, the Q Continuum 
expansion appeared, revolving around 
the arrogant, omnipotent Q_who period¬ 
ically tormented Picard and his crew. 
While it contained new cards of all the 
usual types, the real news was side decks. 
For the first time, players could expand 


correct use of this type of side deck u 
not self-evident, requiring referenu 
the rules supplement, which many p ■ 
ers never saw. The resulting confix 
caused many players to avoid the tin 
the QContinuum side deck. 

“The second side deck, on the oihv 
hand, was an immediate hit. Qs Ten 
gave players a thirteen -card side!).* 
that could he drawn from durinj 
a matc b to supplement m 
decks. The draws wert n; • 

^ ®l\ you had to play a QV \\ 

'• Doorway card and fork 

* _ j A normal draw that turn 

\ revolutionized game 
gies. First, it allow* 

\ of contingency c.m! a 

-’ you might not need in 

main deck, such as a spare ship or i 
Devil to nullify- a Morga hn. Semi 
expedited access to cards that you had 
draw early, such as Red Alert or T! 
Traveler. Finally, a key personnel u: 
could he duplicated; if it didn’t turn 
early enough from the draw deck, 
could he pulled from the lent in^tca 
Soon virtually every tournament deck 
sported a QsTent side deck. 

“There were several other not.il 
additions in this expansion. Amin* 
capabilities, previously restricted to il 
Federation, became available to all \\ 
non-aligned Soong type androids. I 
androids* selectable classification w 
especially usef ul for the new Colony,"! k * 
you could accumulate points just tor i 
ing an unop|H>sed away team present ca> 
turn, with extra points for civilians. 

“Battle and captives weren’t forgone 
Data’s Medals, Klingon Civil War. i 
several other Klingon -oriented ban 


She ll make your heart 
skip many beats. 


beyond the sixty-card limit of the stan- cards awarded or subtracted point' 



dard deck. 

“The ‘QContinuunT side deck was a 
storehouse of special Qjrelated cards 
that functioned as mini dilemmas when 
a special QjFlash Doorway* card was 
encountered. While a single Flash 
might include multiple mini-dilemmas 
in succession, the overall weakness of the 
Qjicon cards received a negative 
response from players. Additionally, the 
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otherwise affected battle outcome, v- 
oral Qjicon cards provided additi > 
ways to take captives, and the promi't 
Brainwash card appeared as well 11 
Klingons and Rotnulans each rcceoi 
several new multi-skilled pcrsoniu 
including some sorely needed niedi*.J 
and the imbalance between the ithb 
tions began to case. 

“More importantly, after the release 





Q Continuum , Decipher announced the 
signing of a new, four-year contract with 
Paramount that included not only Star 
Trek: The Next Generation , but also Deep 
Space Nine , Voyager, and the just-released 
feature. First Contact , as well as any other 
feature films released during the remain¬ 
der of the contract. Decipher began 
reworking planned sets to allow for 
expansion into the Gamma and Delta 
quadrants, and inclusion of new affilia¬ 
tions (Borg, Cardassian, and Fcrengi). 
The initial project was First Contact , 
released during the fall of 1997. 

“The introduction of the Borg 
required development of an entirely new 
method for scoring points: with their 
drive for assimilating technology and 
people, nobody could picture the Borg 
completing traditional missions like cur¬ 
ing plagues or conducting covert rescue 
operations. Beside the Borg Queen and 
her drones, the expansion included more 
traditional personnel like Zefram 
Cochrane and Lily; ships like the 
Phoenix and the Enterprise-E; and time 
travel missions to the past. Some long¬ 
standing strategic abuses were addressed 
with mechanics to curb the excessive use 
of Kivas Fajo, Red Alert, and the 
Amanda-Kevin-Q2 troika. Other mech¬ 
anisms encouraged diversity in mis 
sion selection, revitalized neglected 
dilemmas, and provided incentives 
to make use of previously ignored 
personnel. 

“ Hie development of these new 
mechanisms and the integration 
of the Borg took longer than 
expected, delaying the release of 
hint Contact until the fourth 
quarter of 1997. To fill the gap. Decipher 
released two subsidiary sets that con¬ 
tained some tempting premium and pre¬ 
view cards. The Introductory Two-Player 
Games included prebuilt Federation and 
Klingon decks, the long-awaited Spock 
card, and two characters never actually 
seen on the show: Mogh and Ja’rod, cre¬ 
ated by computer morphing the features 
of their on-screen descendants (Mogh 
"as based on VVorf and Kuril, and Jarod 
on I oral). First Anthology y a compilat ion 


of starter and booster packs from the 
first three sets, also contained six preview 
cards from Deep Space Nine and Voyager. 
The Fajo Collection was also released dur¬ 
ing this time, a limited-edition set of 
eighteen innovative cards that included 
unusual personnel like Locutus of Borg, 
Guinan, and Tallera; powerful artifacts 
like the 1962 Roger Maris Baseball 
Card; a card written in the Klingon lan¬ 
guage; unusual ships; and more. 

44 I he new contract also spurred Deci¬ 
pher into finally developing a full-blown 
tournament structure, recruiting tourna¬ 
ment directors and volunteer ambas¬ 
sadors to promote the game, and 
providing prize support for any tourna¬ 
ments that met their sanctioning require¬ 
ments. The first ST: CCG World 
Championships were held in Las Vegas 
in the fall of 1997, hut some players 
couldn’t get enough and took to playing 
people they had never met in virtual chat 
rooms—in this holosuite recreation, 
there’s an unofficial online world cham¬ 
pionship in progress! 

44 There have been numerous successful 
expansions since First Contact , but at this 
point I think you can tell the 1 ligh Com¬ 
mand that the prognosis for ST: CCG 
remains excellent.” 

44 Thank you, computer. I will file my 
preliminary report, but I’d 
like you to continue your 
research.” The Major 
looked over the shoulder of 
one of the competitors. “And 
perhaps you could schedule 
me for a training session and 
then sign me up for the next 
tournament.” 

“With your permission. 
Major, I will do so as soon as I finish 
heating my opponent with this all-space 
Romuian deck. Also, I’ve promised to 
judge one of those online games.” 

“Understood,” said the Major, smiling. 
“Carry on.” 

Kathy McKraken amt Davit/ Howling display 
both computer Tike efficiency and some major atti¬ 
tude in their spirited embrace of the Star 'I rek 
CCG. 
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B efore we get too deep into this review, 1 thought I’d be up front with 
my inherent bias: I love Kult. I’ve enjoyed the game both in its role- 
playing form and as a trading card game (TCG), and not just 
because of its pretty pictures or cool card titles. It’s an ■' gantly 
designed game with a severely twisted and disturbing r.frt >n the 
horror genre. Be warned: this article and this game arc not tor the taint at hear 1 K.ult is 
a card game with verv vivid and disturbing settings and situations. If you th ht the 
movie Seven was a bit too troubling, please do not read this article. 


A Prison 
with No Walls 

T he setting of the Kult TCG is the same 
as that of the popular roleplaying game of 
the same name. The universe is con¬ 
trolled by the vast powers of the Demi¬ 
urge and Astaroth, the light and dark 
sides of creation. Long ago, humanity 
somehow offended the Demiurge, and 
his punishment was severe. To quote the 
rulebook: “From his citadel in the true 
city of Metropolis, he altered our percep¬ 
tions and limited our abilities." The 
Demiurge imposed the Illusion of the 
“real world” over the true world of 
Metropolis, imprisoning humanity inside 
the Illusion. He then created the ten 
powerful beings known as Archons to be 
his lieutenants and further his goals, 
which led Astaroth to create ten Angels 
of Death as their opposites. However, the 
Illusion didn’t last. 

As humanity began questioning where 
we came from and why we exist, the Illu¬ 
sion started to crumble, and one day the 
Demiurge disappeared.The Demiurges 
citadel at the center of Metropolis van¬ 
ished, leaving the Abyss in its place. 
Astaroth set off to search for his twin, 
leaving the Archons and the Angels of 
Death to treat humanity as thev saw fit— 
in other words, as sheep begging for con¬ 
quest and subjugation. 

Guess who you get to play? That’s 
right; pick an Archon or Angel of Death 
and get ready to grind humanity under 
vour heel! 

The Rules 

Hie rules of Kult are easy to get the hang 
of and are very intuitive. Much like 
XXXenophile, this is the sort of game 


that is simple enough for your p rts to 
learn, but offensive enough you’d 

never teach them. 

Each player picks one of t! lajor 
Arcana that represent the Arc; and 
Angels of Death. Each Art; 1 t has 
four symbols around the pictn .Jong 
with a special ability listed ii- text 
box. The symbols are similar t e dif¬ 
ferent lands in Magic, with on ipor- 
tant difference: they don’t tap t <duce 

resources. For instance, if IV aying 
Hod the Punisher, I have two h s and 
two Hourglasses available to . If 1 
have four cards in my hand that two 
Skulls each, 1 could play all fom them 
and still have two Skulls left. 

I lowever, there’s always a l The 
author explains that the game i cd on 
the concept of the Taroticurv ays tic 
deck of cards mentioned in tht play¬ 
ing game. This tarotlike concep vides 
an interesting limitation on cast c ards. 
Your play area is shaped like a : lay¬ 
out, with four cards stacked n the 
right side (The Cast), vor lajor 
Arcanum card in the center o. r area 
(The Hub), and four cards i «ng a 
cross with your Hub (The Sta. Most 
cards have symbols on them tL splay 
in what regions the cards may i eyed. 
A weak card might be played i y sta¬ 
tion of the Cast or Stage, while >wer- 
ful card might only be allowed in the 
North and East stations of the Stage. 
This provides a very nice limiting factor 
on powerful cards, and is visually repre¬ 
sented right on the card. 

The goal of Kult is to control a major¬ 
ity of the worlds population. This is done 
by slowly moving Population Markers 
from the center of the table into your 
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Cast, then to your Stage, and finally to 
your Hub. Combat and timing are both 
kept very simple. Combat consists of 
comparing the two combatants— 
whichever has the lower Combat Value 
dies and is discarded. Timing is also 
quite easy, with no “last in, first out” 
posers to w* rv about. 

The garrr f. simple to play, and it only 
takes about game to get the hang of 
the rules. I * er, some friends may be 
put off' by * subject matter. Forget 
these wuss d press on_ 


Othe*’ 
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iaint involves the card 
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v to make the cards look 
v, but the abstract geo- 
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fnferr 

Hie first exp; ion for Kult has just been 
released. It bus been on the shelves at 
Game , since 1995 while the com¬ 
pany waited tor the other three zillion 
card games to slaughter each other and 
go bankrupt. Now that there’s only a 
andful of really popular games on the 
market, they’ve released the expansion 


with hopes of attracting some of you 
Vampire and Cthulhu players to Kult. 

The set is called Inferno and is even 
more twisted than the basic game. With 
cards like Aborted, Book Burning, and 
Sperm Bank, this set rules out anv person 
over thirty from finding Kult morally 
acceptable. Of course, after looking at 
Perversion, even people under thirty may 
get queasy. I Tic set also features two new 
Arcana: Razide, who wants to become an 
Angel of Death, and Damon Blackraven, 
a witch hunter who leads a whole new 
faction within the game. 

The cards are 
creepy, and all seem 
to have some reason 
for being in the set. 
Some of the cards are 
specifically designed 
to destroy common 
strategies used by Kult 
players, and many cause 
game effects that had 
me saying “But that’s 
totally against the rules!” Another 
wonderful feature of the set is its 
ease of collectability. I opened two 
boxes of boosters and was able to 
complete four sets of Inferno. 
There are a little over one hundred cards 
in the expansion, and even the rares show 
up consistently. The card stock is still 
flimsy and the card backs are still annoy¬ 
ingly bland, hut overall, the set is a 
keeper. 

Inferno improves the basic Kult game 
and avoids messing up the magic with 
excessive new rules and gimmicks. The 
Inferno expansion is an impressive piece 
of work and secures Kult's status as the 
most intense horror TCG on the market. 
For just this reason, you may find that 
many stores refuse to carry either the 
Kult rolcplaying or card game. Don t let 
that stop you! I would encourage von and 
your friends to special order a box of Kult 
and see what all the commotion is about. 
Just don’t show your parents! ■ 

Jon Wilkie has never actually been convicted of 
crimes involving a duck, two carrots , and creamed 
com. However, be is a freelance game designer. 1 



The Designer 
Talks about 
Inferno 

Bryan Winter has designed manv 
great games, but he’s proudest of 
Kult. We caught up to this busv guv 
to ask him some questions about 
Kult and Inferno. 

Qi What 's your favor ite card 
from Inferno ? 

1 hat 's like asking a father 
which is his favorite child! 1 
would have to sav The Fool, 
not only because it is very 
handy in your deck, but also 
because the card breaks from 
the style guide and looks like a 
“joker” card. I hadn’t seen most 
of the artwork until the cards 
were printed, and when I saw 
The Fool for the first time 1 
really geeked out. 

Of What's the one card from 
Infer no all players should 
have in their deck? 

In the basic set, the Sorry! card 
is the obvious choice, but for 
Inferno I'd have to say Chain¬ 
saw. It allows you to attack 
Regions, which were hands-off 
in the basic set. But once play¬ 
ers realize that all- Region 
decks just aren’t going to work 
anymore, then I’d sav Razor, 
which allows you to discard 
attachments at an alarming 


0* Any plans for a second 
expansion (and will we 
have to wait so long 
again)? 

There are no plans for a second 
expansion as of vet, and to be 
honest there probably won’t be 
one. Of course, if a lot of people 
realize just how good the game 
is and sales really take off.... 
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I he Dragonball Z animated televi¬ 
sion series became phenomenally 
popular in Japan, Europe, and Hong 
Kong before conquering the U.S. in 1996. 
Thus, it makes an excellent choice for the 
first standalone expansion for the Ani- 
Mayhem game by FUNimation Produc- 


Ani-Mayhem's Latest Expansion 
Puts Fans (and Fun) First 


tions, licensed under Pioneer Entertain¬ 
ment. This game uses the same rules as 
the first Ani-Mayhem game, and the 
cards are compatible with the earlier sets. 

The cards themselves are attractive 
and well-produced on heavy card stock 
with UV coating. The artwork is repro¬ 
duced directly from the series, much in 
the manner of other card games licensed 
from popular films or television series. 
The six different card types are distin¬ 
guished by background color and design, 
and they include character, location, 
item, combat, disaster, and power cards. 
Character cards are the most interesting: 
each resembles a miniature character 
sheet for a roleplaying game. Each char¬ 
acter card displays a character's damage, 
defense, move, charm, and energy rat¬ 
ings, all of which are important during 
combat. Beside these statistics appears a 
skill list that determines how well the 
character can scavenge locations in 
search of items. 

To set up a game, players choose four 
beginning characters from their decks 
and set aside cards for a combat deck 
and a draw deck. Then they take 
turns laying out their location cards 
to construct a field, including a haven 
(headquarters for their characters). Next, 
‘iich player randomly places one item 
card (which gives game bonuses to 
characters and/or players) under each 
of his or her locations, except for the 
haven. Finally, players take turns 
placing two disaster cards under 
each of their opponent’s locations. 
Extra items and disasters return to 
the players draw deck. 


FORMAT 

243-card set; 70-card starters; 9-card 
boosters. For one to five players; playing 
time 30-90 minutes. 

GAME DESIGN 

jack B. Everitt and Todd Harrick 

GRAPHIC DESIGN 
Toei Animation Studios 

CONTACT 

Ani-Mayhem 

c7o Pioneer Entertainment 
226S E 220th Street 
Long Beach, CA 90810 
website: <www.pioneer-ent.com> 


The goal of Dragonball Z is for each 
player to accumulate more than half of 
the available items on the field. To 
acquire items, characters must first meet 
or exceed the skill requirements listed on 
a location card, then defeat (or at least 
survive) the disasters hidden below. 
Alternatively, a player can win by uncov¬ 
ering seven of the titular “dragonball* 
and returning them to a location or haven 
when certain key cards are in play. 

Game play is fairly straightforward, 
with one interesting addition to the usual 
card game secjuence. After a discard and 
draw sequence (the Maintenance Phases) 
comes a Disaster Phase. Disasters are 
usually villainous characters, and they 
can appear either through card play or as 
a result of characters' attempts to scav¬ 
enge a location. Disasters are essentially 
uncontrolled, chaotic characters that 
move over the field like asteroids in a 
computer game, returning to their start¬ 
ing location when they have covered the 
entire field. Combat disasters can pick up 
items and attack characters. If a combat 
disaster manages to leave the field with 
an item, its gone, and score one for the 
forces of chaos. 

After the Disaster Phase, players may 
place equipment or enhancement card* 
on characters in their havens, place 
global-effect cards in play, and restore 
“bonked” (damaged) characters to good 
health. 

Next comes a simple movement 


Dragonball Z: 

Watch the Show 
Play the Game 
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phase, during which characters can leave 
the safety of their havens, move the num¬ 
ber of locations equal to their movement 
raring, and attempt to scavenge locations 
for items. The characters must stop when 
they reach the movement limit of the 
companion with the shortest range, or 
when they encounter a combat disaster 
that attacks them. 

Once characters have arrived at a loca¬ 
tion the player wishes to scavenge, a sim¬ 
ple comparison of the locations skill 
requirements to the characters' skills 
shows whether the scavenging is success¬ 
ful. For example, if a location requires 
“Martial Arts x3 or Chi x2 6c Magic,” 
then to claim the item, the scavenging 
characters must have three instances of the 
Martial Arts skill (one character might 
have the skill at x2, another at normal 
value, for a total of x3) or else they must 
have two instances of the Chi skill and 
one of Magic. 'Phis scavenging test 
encourages diversity of skills among char¬ 
acters, especially because players must 
eventually send them to scavenge all loca¬ 
tions on the board. 

Characters can also acquire items by 
attacking other characters to steal their 
items, but the combat system is somewhat 
less straightforward than the rest of game 
play. First, characters (and disasters) have 
the opportunity to play charm attacks, 
which can enhance their own statistics or 
decrease an opponents. After charm 
attacks have resolved, characters can wade 
right in and fight. The key to this action is 
the combat deck. Each combat card con¬ 
tains both a charm effect and a physical 
combat effect, and not all of them are 
bonuses. Characters are honked when 
their health scores are reduced to zero or 
below; if a character takes twice as much 
damage as its health rating, then the char¬ 
acter is killed outright. 

With its use of the card-constructed 
field and character skills for overcoming 
challenges, Dragonball Z expands upon 
some basic design concepts of Deciphers 
Star Trek. Unfortunately, it also expands 
upon some of that game’s essential flaws. 
Hie most annoying problem is keeping 
ones cards distinct from those of other 


players. I he game’s designers were obvi¬ 
ously aware of this problem, as they offer 
two solutions, neither of them wholly sat¬ 
isfying. You can mark your cards for iden¬ 
tification (and what collector would do 
that?), or you can play a variant of the 
game that keeps everyone’s locations sepa¬ 
rate. The latter solution makes more prac¬ 
tical sense, but it also diminishes the fun 
of the collectively constructed field. 

O n the positive side, Dragonball Z 
avoids the most egregious error 
of games like Star Trek and Star 
Wars: each player has a decent chance of 
acquiring several of the scries’ main char¬ 
acters. In fact, with several versions of 
some characters (such as Baby Gohan, 
Young Gohan, Gohan the Barbarian, and 
Adult Gohan) this is a game designed for 
fans of the series before collectors of the 
game. In-jokes such as the global effect 
u Frothy Mug of Water” (which pokes fun 
at an instance of IJ.S. broadcasters chang¬ 
ing an offensive mug of beer to this more 
acceptable variant beverage), are yet 
another sign of the designers’ knowledge 
and love of the series. 

Dragonball Z falls short in the sealed- 
deck test. A starter pack simply doesn’t 
include enough cards for play. For 
instance, two thirds of our playtest group 
found they didn’t have the minimum 
number of item cards when playing from 
starter decks. Fortunately, it doesn’t require 
a great investment to solve this problem. 
Players can make do with a starter and 
two or three boosters, so constructing a 
playable deck isn’t prohibitively expensive. 
Again, FUNimation puts the fans before 
the collectors by making the five ultra-rare 
super-saiyan cards relatively accessible. 

To its credit, Dragonball Z boasts quick 
play and relatively simple rules. Its design 
captures the atmosphere of the animated 
scries, and fans of the show are sure to for¬ 
give its design problems. Perhaps more 
importantly for Pioneer, gamers who pick 
up the game on a whim might very well 
become fans of the animated series. ■ 

Daw Gross is the editor oj Dragon Magazine, a 
connoisseur of fine scotch, and an all-around good egg. 


C 



“Impenetrable” 
is not in his veiy limited 
vocabulaiy. 

JOHN “BLUTO” BLUTANSKI 
SPECIALTY: DEMOLITION 

www.viqilance.com 
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The Duelist advertisers are your 
best source for information about 
their products and services. To get 
more information about any prod¬ 
uct or service, simply tear out the 
card, circle the number on the card 
that corresponds with the adver¬ 
tisement, stamp it, and drop it in 
the mail. Best of all, it's free. So 
start gathering the information 
you want and need to stay on top 
of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 

THE 

'pliELlj'f 

P.O. Box 707 • Renton, WA 98057-0707 

Tel: (425) 204-7262 Fax: (425) 204-5928 


To subscribe, call 
Mon-Fri, 8:30-5:00 (PST) 

(800) 395-7760 


Wfzards 

t)l till ( O \ N I 


• <fcrx*es a regrtfcrsd trademark and ** denetw a trademark ***** by W/ardi of 
the Coast, fnt.. or by others. Most product names are trademarks owned by the compa¬ 
nies that pubto) those products. Use of the name of ary predict wthoirf mention of 
trademark status sherid not be construed as a chaienge to such status Wizards of the 
Coast a a registered trademark the Duefst e a tr*dmv»ri of Wards of the Coast. *sc. 


AD 

CODE 

advertiser 

PACE 

1 

Babylon 5 (Precedence Publishing). 

...45 

2 

Baldur's Cate (Interplay). 

...14 

3 

Broken Sword (Virgin Interactive Entertainment). 

.9 

4 

Close Combat II (Microsoft). 

.6 

5 

Deadlock II (Accolade). 

,..10 

6 

Chron X (Genetic Anomalies). 

,.51 

7 

Dractus Publishing. 

,104 

8 

DragonBall Z (Pioneer). 

JBC 

9 

Dreamers. 

,105 

- 

Duelist Booster Program. 

,,32 

10 

Dune (Five Rings Publishing). 

,,55 

11 

European Arena (WotC). 

,,99 

12 

Games Galore. 

,102 

13 

GameStorm (Aries). 

,,58 

14 

CP Madrid/Rio (WotC). 

,,42 

15 

Iguana's. 

,,78 

16 

J & M Enterprises. 

,105 

17 

Magic Promo (WotC). 

. 1 

18 

Magic T-shirts (ASL Apparel). 

,,41 

19 

Marvel Dice (TSR). 

„53 

20 

National Collector.. 

,104 

21 

Neutral Ground. 

,102 

22 

Origins Early Bird (WotC). 

,,57 

23 

Paul & Judy's. 

,102 

24 

Planeswalkers (MicroProse). 

,,24 

25 

Psychic Purge. 

,105 

26 

Scorpion Clan Coup (Five Rings Publishing),. 

„16 

27 

Shadowmaster (Psygnosis). 

,,13 

28 

StarCraft (Blizzard). 

,JFC 

29 

Star Trek Fajo Collection (Decipher). 

„77 

30 

Star Trek First Contact (Decipher). 

.5 

31 

Stronghold (WotC). 

.OBC 

32 

Thunder & Lightning. 

,102 

- 

Tournament Calendar (WotC). 

,,35 

33 

Transactor (SegaSoft). 

,,21 

34 

Troll & Toad . 

,103 

35 

Ultra Pro (Rembrandt). 

,,47 

36 

Uncle Jed's Game Shed.... . 

,105 

37 

Vigilance (SegaSoft). 

,,85 

38 

X-Files: Unrestricted Access 



(20th Century Fox Entertainment). 
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Do us a favor 
and you could win a 
Duelist International 
Booster Subscription 
—forfree! 


Rate Our Magazine 

How do you rate this issue of The Duelist " 
How do you rate the articles overall? 

How do you rate the art/layout overall? 

List and rate your most favorite articles: 


(5•excellent, 1 •terrible) 


List and rate your least favorite articles: 


U1 

□ 

4D 

3D 

□ 

CM 

ID 

50 

4 

3D 

2D 

ID 

50 

4D 

3D 

ro 

□ 

ID 

50 

40 

3D 

2D 

ID 

50 

40 

3D 

20 

ID 

50 

4D 

3D 

D 

CM 

ID 

5D 

4D 

3D 

2D 

ID 

U1 

□ 

40 

3D 

2D 

ID 

CJI 

□ 

40 

3D 

2D 

ID 


Comments: 


Purchasing Habits 

Do you own a car? 

If no, do you plan to buy in the next 6 months? 

Do you own a stereo? 

If no, do you plan to buy in the next 6 months? 

Do you own a CD player? 

If no, do you plan to buy in the next Smooths? 

Do you own a car stereo? 

If no, do you plan to buy in the next 6 months? 

Do you own a wrist watch? 

If no, do you plan to buy In the next 6 months? 

Do you have a credit card? 

If no, do you plan to acquire one in the next 6 months? 


DYes □ No 
C Yes □ No 
Yes No 
Yes □ Mo 
CYes Z!No 
C Yes □ No 
C Yes . No 
Yes No 
CYes □ No 
Z Yes Z No 
Yes No 
Yes No 


Purchasing Habits (continued) 

How much do you spend on apparel (including shoes) annually: 
C0-S100 C $101-300 □ $301-500 C $501-1,000 


CS1001 + 


How much do you spend on music (CD’s & cassettes) annually? 

C0-$100 C $101-300 □ $301-500 □ $501-1,000 CS1001 + 

Concerning Home Computers 

Does your household own a PC? □ Yes □ No 

if no, do you have easy access to one? □ Yes □ No 

Is it Pentium?" □ Yds C No If yes, what speed is your computer? 

C 60-75 MHz □ 90-120 MHz □ 133 + MHz C with MMX" 
is it an Apple? DYes ONo 

Do you own a CO ROM drive? □ Yes □ No 

Do you own/use a laptop? □ Yes □ No 

Does your system have: (check mil that apply) 

C sound card □ speakers □ video card 

C Joy stick □ game pad □ 3-D accelerator 

Do you plan to upgrade or purchase a faster CPU/computer in 
the next 3 months? □ Yes □ No 

Do you use the Internet? □ Yes □ No 

Do you own a modem? □ Yds □ No 

If yes, what speed? [ Less than 14.4 D14.4 D28.8 C33.6 

C 56 DTI GlSDN 

Tell Us About Yourself 

Name _ _ 


Address 
City_ 


Phone ( )_ 

I am: C male L female 
under 13 □ 13-17 C18-24 


State. 


-Zip. 


.Today’s date. 


( 25-34 C 35-44 Z45-55 Cover55 
My household income (or, If under 18, my family’s income) before taxes is: 

L under $15,000 $15,001-$25,000 □ $25,001-$35,000 

C $35,001-S50,000 C$50,001 -$75,000 Cover $75,000 

Which Magic: The Gathering expansion was most current when you started playing? 


Weatheriight, Jun ’97 
Fifth Edition, Mar ’97 
Z Visions, Feb ’97 
C Mirage , Oct ’96 
C Alliances , Jun ’96 


Z Homelands , Oct ’95 
Z Chronicles, Sep ’95 
ice Age, Jun ’95 
Fallen Empires, Nov ‘94 
C The Dark, Aug ’94 


_ Legends, Jun ’94 
Antiquities, Mar ’94 
Arabian Nights , Dec ’93 
Alpha/Beta, Aug '93 


How many Magic cards do you own? 

C Less than 500 C 501-1500 

C 1501-3000 C 3001-6000 r 60004- 

Yes, I’d be happy to have you contact me about my thoughts on The Duelist 

Work/day phone ( )_ Home phone ( )_ 

Email address_ 





tin 

'pUEU* 


\rrm %nr„ 

is a leading computer and 

video company and the makers behind legendary hit 
series such as Deadlock, Test Drive, Star Control and 
jack Nicklaus Golf. Accolade wants to know., 


READER SERVICE CARD 

To ncei\r free information about am- product or service, sirnpiy 
tear out this card, select and Me at least one but no more 
than 30 numbers below that correspond with the adwtise- 
ment, complete your name and address, and drop it in the mail. 


AD INDEX NUMBERS 

(circle to receive more information) 


Complete the survey above and we’ll 
enter you into a drawing for a Duelist 
International Booster Subscription. 

The winner will receive a one-year sub¬ 
scription to The Duelist , plus boosters in 
every language from the Magic expan¬ 
sions released throughout the year. 

To enter, mail the survey (or a photo¬ 
copy of it) to: The Duelist , P.O. Box 707, 
Renton, WA 98057. 


1. Do you own a PC computer with at least a 
Pentium 90 (or equivalent) processor? 

2. Do you own a Sony PlayStation"? 

3. Do you subscribe to any computer game magazines? 

4. Do you have access to the Internet? 

5. Are you planning on upgrading your computer 
In the next year? 

6. Have you ever bought products over the Internet? 


YES 

□ a 

□ c 

□ e 

□ c 

□ l 


NO 

□ b 

□ d 

□ f 

□ h 
□j 


i 

9 

17 

25 

33 

41 

49 

57 

2 

10 

18 

26 

34 

42 

50 

58 

3 

11 

19 

27 

35 

43 

51 

59 

4 

12 

20 

28 

36 

44 

52 

00 

5 

13 

21 

29 

37 

45 

53 

01 

6 

14 

22 

30 

38 

48 

54 

62 

7 

15 

23 

31 

39 

47 

55 

63 

8 

10 

24 

32 

40 

48 

56 

64 


K L 


NAME. 


ADDRESS. 


CITY. 


.STATE. 


ZIP 


PHONE 


. EMAIL. 


Card must be returned by March 14,1998 
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Do us a favor, and you could win a 
Duelist International Booster Subscription! 
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Want to find out more about 
the products and services seen in 
The Duelist ? 

Complete the reader service card 


here and you’ll get all 

the information you need 













































Going to 

the ► by Will McDtrmott 

Station 


M es P ite facin g an early demise mere months ago, Babylon 5 is alive and 
well and on the verge of becoming a major science fiction franchise. 


With TNT picking up the series for a fifth season, two TNI-original Babylon 5 


movies set for release next year, and a spin 
is on the verge of a huge growth spurt. 

Amid all this on-air activity was the 
scheduled November release of the 
Babylon 5 trading card game that Prece 
dence Publishing has licensed from 
Warner Brothers. Fans of the show may 
wonder if the game can capture the 
complexity and flavor of a show con¬ 
ceived and designed as five year-long 
televised novels. 

Precedence has done an admirable 
job. According to playtester Alex von 
Hochtritt of Seattle, “When you play a 
race, you find yourself thinking and act¬ 
ing like that race.” In one three-plaver 
game with von Hochtritt as the Nams, 
he fought with the Centauri player 
tooth and nail while the Minbari player 
sat and watched. “1 found it very hard to 
react to the Centauri player rationally,” 
he said. 

Babylon 5 is a game for two to four 
players, who each play one of four major 
races— Narn, Centauri, Minbari, or 
Human. No two players may play the 
same race, which might make it difficult 
to find pick-up games. Using diplomacy, 
intrigue, or military conquest, players tty 
to fulfill agendas that will ultimately 
gain power and influence for their race. 

Unfortunately, there are other forces 
at work. The Babylon 5 station and the 
two older races—Shadows and Vorlons — 
can also gain power and affect the 


-off series deal near completion, Babylon 5 

game. If the station reaches a certain 
influence threshold, peace reigns and 
the game ends (with the most powerful 
race claiming victory). If the Vorlons or 
Shadows reach that mark, the Shadow 
War begins, making it very difficult for 
any race to win the game. 

The 60-card Premier Edition starter 
decks are tailored to each race with fifty 
fixed commons and ten random un¬ 
commons and rares. Players can also 
buy 8-card booster packs with a random 
assortment of the 400-plus cards in the 
Premier Edition. Ultra-rare chase cards 
are also available (only in boosters), 
some of which have even been auto¬ 
graphed by actress Mira Furlan who 
portrays Delenn in the series. 

With this Premier Edition, Babylon 5 
enters the very competitive TCG mar¬ 
ket. But with the expanding Babylon 5 
universe, the game is sure to find a loyal 
following that could easily grow in the 
coming year if the series gains promi¬ 
nence in its new home on TNT Prece¬ 
dence also promises a Shadow War 
expansion in 1998. Watch for Babylon 5 
news, reviews, and strategy tips in the 
near (not distant) future. ■ 

Will McDermott , the new Duelist senior edi¬ 
tor ; is an avid RPC and TCG player .; and afan 
of intelligent sciencefiction. 
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SPECIALTY: MARKSMANSHIP 






Inside the Indust 


Final Fantasy VTI Is More 
Than Just a Day at the Races 


fcrent spells, commands, and anilines. 
Just as characters gain experience to ^ 
build up their stats, materia becomes 
more valuable as the adventure 
progresses. Your materia can be 
swapped between vour characters 
at will when you re not in combat, though 
you have to invest materia in characters 
weapons and armor, so you must con¬ 
stantly manage the tradeoffs between 
better equipment and better materia. Jug- 


t its core, Final Fantasy \ 11 
plays like many other com¬ 
puter RPGs, but its visual 
impact and plot scenarios 
set it apart. You start out 
with a set of characters 
and scrounge up bet¬ 
ter equipment, develop new skills, 
new spells, and so on. Along the 
votfre guided through a fairly convoluted 
storv line, but are allowed to dally in vari¬ 
ous side quests as long as you like, 
which should be enough to keep JTF 
those of you happy who like to r 
depart from the main story. 

The world map allows von to 
move freely from area to area, and 


wav 


748 1781 1.82 


Aens 


nm on 


1434 1434 209 


Sony Playstation 


Chris Kniestedt 
Kniestec@Fleishmen.com 
(916) 441-7607 
< www. playstation .com> 


each area has its ^■ 

own web of individual screens. Certain 
areas don’t show up until you reach an 
appropriate part of the plot line, or 
require special vehicles or “chocobos” 
(riding beasts) to reach. 

Developing the party is done in part 
through the usual routine of building up 
characters’ experience. I lowever, it’s even 
more important to build up your party's 
materia (magic crystals) that provide dif- 
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ARENA 

The League for Magic: The Gathering® 




European League Play 

comes to a store near you 

m i 

premiering 8 l! M ill E It I c > 7 

Belgium • France • Germany • The Netherlands • United Kingdom 


premiering F A I. I. I *> *J 7 

Denmark • Norway • Spain 


premiering YV inter I *> *> 7 - 1998 

Austria • The Czech Republic • Finland • Italy • Sweden • Switzerland 


premiering 8 l‘ K I N I 9 9 8 

Greece • Hungary • Poland • Portugal 


How does Arena work? 

• Players register at participating local retail stores. 

• Matches are played at in-store gaming areas. 

• Results are tabulated by Wizards of the (.oast. 

• Prizes are awarded to high-ranking and other players. 

• Play styles include Constructed and Limited formats, 
varying each season. 


How can I get involved in Arena? 

• Players and retailers can contact 
Wizards of the Coast* Customer Service. 

PO Box 34: 23(H) 

Turnhout. Belgium 

Tel.: +32 14 44 30 44: Fax +32 14 44 30 88. 

Fniail: custserv@wizards .be 

• For more information, visit the Wizards of the Coast 
European website at <http://www.wizards.be>. 


Here's wliat American players are saying . . . 

"Arena brings competitive players together on a level playing field 
"The format allows beginners to compete with experienced players . 
"Arena lets me meet new players and sec new ideas/' 

























You’re 
__On 

Your 
Own 



Only the Wily 
Survive 

► by Beth “BethMo" Moursund 

arthquakcs, powerful storms, 
meteorites, volcanic erup¬ 
tions, brutal invaders from 
other colonics...Outpost 2: 
Divided Destiny throws all 
these challenges at you and more as you 
try to manage a small colony on an 
extremely hostile world. And you must 
cope with these problems in real time. 
You can play against the computer or 
against other players with a wide range of 
victor)* conditions: from reaching a certain 
population to building a starship to “last 
one alive wins," there arc almost as many 
ways to win as there are ways to die. 

Everything interacts on this Darwinian 
world. To keep your people alive and pro¬ 
ductive, you need food (grown in hydro¬ 
ponic gardens) and medical facilities; to 
keep them happy, you need sufficient liv¬ 
ing space, emergency systems, recreation 
facilities, and so on. It requires more peo¬ 
ple to successfully operate these facilities, 
but doing so means you can support more 
people. Once the cycle begins (resources 
feed people who maintain facilities that 
generate resources), the main limit to your 
expansion is the amount of metal your 
mines and smelters can produce and the 
number of workers your nurseries can 
support. At faster play settings, you’re also 
limited by how much simultaneous action 
you can keep track of and how quickly 
you can give commands. 


Outpost 2 offers three different ways to 
play: campaign, colony, and multi-player 
games. 

Campaign games consist of a number of 
smaller scenarios following a preset story 
line. These scenarios are only partly 
standalone; the research and population 


off invaders. Most of your problems come 
from natural disasters. 

Multi-player games are what you’d 
expect: build up your infrastructure and 
trash your opponent. As with most garr.o 
of this type, you can go for a quick attack 
putting everything into offense, or pla: 
for the longer term. Which strategy : 



via LAN or modem. Minimum sgMi 
requirements: Pentium 60 or fads 
2x CD ROM drive, 16 MB RAM. SVGA Monitor, 
WIN compatible sound card. 

CONTACT 

Sandy Muller 
Dynamix/Sierra 
1600 Millrace Drive 
Eugene, OR 97403 
<www.sierra.com/entertainment/outpost2/> 



best depends on what your opp< 
nents are doing, the number 
players, and the victory conditi : 
you chose at the start. 

The Outpost 2 tutorial i 
detailed and very', very tediou' 
don’t recommend skipping it 
entirely, as there are some use: 


place in your main colony and involve 
building and developing technology; oth¬ 
ers focus on smaller tasks, such as snatch - 
and-grab missions into enemy-controlled 
territory. 

Sierra commissioned science fiction 
writer J. Stephen York to write a pair of 
novellas as background for the scenarios 
that provide more detail and flavor to 
what’s going on in the missions. Each 
rime you finish a mission, you get a new 
chapter to read. If you just can’t wait, the 
whole story is reachable from the “Out¬ 
post 2 Strategy" sub-menu created when 
you install the game. 

Colony games are less structured. You 
start with a minimal colony and a goal: 
either reach a certain population or 
launch a starship. How you get there is up 
to you. You have the whole screen to 
yourself, but enemy units come in from 
the edges of the map. You cannot attack 
the enemy colony; all you can do is fight 


tips buried in it that you 
unlikely to discover if you just sit do\ 
and start playing. Just skim throup: 
rather than carrying out ever)' little step, 
especially if you’ve played otl 
games. 

Outpost 2’s interface is we! 
Everything works the 
and most of the information you \ 



a colony manager is **•— — 
of a key. Damage reports arc a big exc * 
tion: the only way to ^ ^ 

buildings and vehicles i 
select each one and 1 
If you’re looking for a 
game, stay away from ( 
you enjoy the challenge of juggling 
peting goals to build up your f 
and technology, in additio 
give it a try. ■ 



If Beth Moursund can manage it 
freelance assignments we throw t 
manage an endangered space station- So & 
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Warlords IT! Is a True Test 
of Your Leadership Skills 




Warlords 

Red Orb EnUr/ainm, 


land of Etheria is up for 
grabs, and you must stake your 
claim to survive. With its numer¬ 
ous customizable game options 
and the strategic/tactical rigors of 
leading both quests and combat, 
Warlords 111 makes its gamers 
entirely responsible for their own success 
or failure. 

In the game, you play one of eight pos¬ 
sible races and start with a city, a few 
armies, and a map of conquerable terri¬ 
tory. If you have played older games of this 
itenre, such as Empire, this game will he 
familiar (except the tanks and planes pro¬ 
duced by vour cities in Empire have been 
replaced by Ogres and Pegasi). Each race 
has different strengths and weaknesses 
and recruiting a balanced army is one of 


CD-ROM for Windows 95. Minimum system 
requirements: 75 Mhz Pentium or faster, 16 
MB,4x CO-ROM Drive. SVGA graphics, 
SoundBlaster 16 or compatible. Up to 
eight players via LAN. four players via 
modem. 

Christian Harper 
Connors Communication 
30 West 21st Street 
New York. NY 10010-6905 
(212) 807-7500 
<christian gconnors.com> 


the more challenging aspects of the game. 
Once you’ve chosen your affiliation. War¬ 
lords III also allows you to choose the size 
of the playing field, the number of sites to 
explore, the rules of engagement, die time 
allotted for each turn, victory conditions, 
and a host of other variables that can truly 
customize the game. 

More than the cumulative strength of 
your soldiers and their skills, the key to a 
successful army lies in its heroes. 1 leroes 
provide bonuses to your entire army and 
can increase their own plav value hv accu¬ 
mulating experience (from winning bat¬ 
tles or completing quests). You begin each 
game with one hero to explore ruins and 
find both magic items and money. Money 
is useful for hiring mercenaries and for 
new resource production. Occasionally, 
new heroes will offer to join you for a 
price, which is a smart investment—more 
heroes mean more opportunities to find 
more magic items and more money. More 
is better! Advancing your heroes is the 
most efficient and reliable method of 
winning the game. 

One noteworthy customizable option is 
diplomacy, which allows you to ally with 
various factions and reap the rewards or 
suffer the penalties for battling other armies 
with alliances of their own. Attack an 
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enemy of your enemy, and you just might 
find you have a friend; attack a friend of 
your enemy, and you’ll have two times the 
fight. I find turning the diplomacy off (no 
reliable alliances) makes for a more chal¬ 
lenging game (Make war, not love!). 

Other options that crank up the chal¬ 
lenge level are the Fog of War feature 
(which keeps the screen hidden until you 
explore it with a unit) and the ability to 
enhance combatants controlled by the 
computer. The game offers multiplayer 
options, but its it runs in turn mode versus 
real time, it suffers from the usual turn- 
based problems. 

The combat system is somewhat arcane 
and involves a lot of computer dice simu¬ 
lations which are affected by an army’s 
combat attributes such as fear, leadership, 
and morale. The game offers a tactical 
advisor who can determine your rough 
odds of winning a battle based on combat 
simulations. The advisor then tells you 
how many times out of ten you would win 
the combat, and even offers an inspira¬ 
tional message such as, “We will never lose 
this battle.* After you lose one or two of 
these combats (it happens), you realize 
your own experience and instincts are at 
least as useful when chcxising your engage¬ 
ments. Though the dice system is fairly 
last, most game players like a little more 
control of what is going on before and 
during battles. 

The online instruction is excellent and 
most people should be able to plav the 
game without any problems just by load¬ 
ing the program and running through the 
tutorial. Players who enjoyed previous 
versions of Warlords or who like strategic 
games in general will find this game 
entertaining and not nearly as compli¬ 
cated as other games of this type that hog 
you down with a lot of micromanage¬ 
ment. Advanced players will like the wide 
range of configurable game options, but 
all you really need to do to start enjoving 
Warlords III is choose your race, build 
your army, recruit some heroes, and get 
down to the business of conquest. » 

Mike Elliott is far more diplomatic in his every¬ 
day life than be is during a game of Warlords III. 
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New York's 
# I MagiC Source 


rnatlonal Mail-Order Service | 


r ier : 

Open 7 days a week N<x»n until 1 A M. • All major credit cards accepted 

We buy and sell single Magic cards 

lJuzams and Moxes always in stock j 

122 W. 26th St., 4th floor • New York, NY 10001 

(800) 344-GAME 

tel (212) 633-1288; fax (212) 633-0979 • email - lnfo@nground.com 
Webpage - http://www.nground.com 





Visit our retail store located at: 


Mow to reach us: 


THUNDER & LIGHTNING CARDS, I IMF. R!> ATIOi> A L 

THE MAll.-ORDEK HEADQUARTERS FOR THE UORt.DIU 


Doxcs/Packs/Dccks 11 Single Cards 


0 \ , wa@ 

> W' The Oarherlov m MWIWWW 


Full selection of out-of-print products, 
sets, supplies and accessories available 


Paul 


Judy’s 


P.0. Box 409 DUE 


Coins 
& 

Cards, 
Inc. 

Arthur, IL 61911 


SPECIALIZING IN: 


Singles, Sets, Boxes...Most at below retail price. 

Our single cards are near-mint to mint. 

International Orders Our Specialty 

Phone: (217) 543-3366 U.S. Fax: (800) 500-3117 
International Fax: (217) 543-3732 
Internet e-mail Station Code: sales@pjcc.com 
View our entire catalog on our WEB SITE at: www.pjcc.com 

• • WEB SITE INVENTORY UPDATED DAILY • • 

Hours: 8:00-6:00 CT Monday thru Friday 
8:00-3:00 Saturday 

Toll-Free Overseas 
Fax Numbers 


AUSTRALIA 
1 800-55-3747 


JAPAN 

0044-22-12-2581 


BRAZIL 

000817-500-3117 

II 


GERMANY 
01-30-82-86 19 

We also carry other game cards. 

Call or write for FREE Game Cards Catalog 


ITALY 
1678 70219 


t all Toll Free: I -800- 200-1991 
lav 1-213-341-361 I <24 Hours) 

J International: 1-213-24 1-3600 
Cmail: lUiatniiui aolaont 

I IVcb site: , 

I www.tlcard^fl 

Hailinti Add re*#*: 

P.O. Box 41-11*8 
lot 4ik|cIcv CA 900* 1 

ttc Acrrptt Chet kv 
Monet Orders. AMI X atrd 


1716 COLORADO BLVD* 
EOS ANGELES, CA 9004 1 
(LA KOI)A AND MT. ROTrAL) 


J DAILY CiAMI P1.A4 
UEEKI.4 AM) BOmrn* TOlKNAMl xrS 


LA.*S 

BKvGf r.j 

(Jl'W’O. 

AREA 


Prices ate stihfoct to t hatuje • V> tamellalions on pie orders • All sales arc final 


I or orders mrr SSO (I M)> 
( ei tain restrictions apply 
Please tall tor details 


For a complete catalog 
please call 1 213-341 -5600 
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Shipping: In USA $5 for singles. $8 
for boxes Alaska PR/FPO $8 for singles. 
$10 boxes. 

Payments accepted: MasterCard, 
Visa. American Express. Discover. 
Diner's Club. Eurocheques, checks, etc. 


Non-USA Customer : We ship to 
most countries at $15 per order of 1 -250 
singles (air post) or S30-S50 (express 
service-fast!). Shipping on boxes sets 
$28 for first box/set. $10 each additional 
box. set. 


Magic - Middle Earth - Star Wars - Foreign 
VUgk - SUr Trek - X-Ffles - Rage - etc 


ALL PRICKS GOOD UNTIL NEXT DUELIST IS RELEASED. 


Arena 

$6.(X) 

Muru Crypt 

$14.00 

Winilsccker Centaur 

$6.00 

Alliances 


Ivory Gargoyle 

$5.(X) 

Lake of the Dead 

$7.50 

lAxfcstooc Bauble 

$4.00 

Dud of Tresserbom 

$3.00 

Pillage 

$5.00 

Ritual of the Machine 

$2.00 

Sokievi Excavations 

$2.00 

Storm Cauldron 

S5.IX) 

Yavimaya Ants 

$2.00 

Arabian 


Aladdin 

$6.00 

All Baba 

$2.00 

Buttle Of Suleiman 

$3.00 

Cyekwe 

$2.00 

Drop Of Honey 

$45.00 

Ebony Horse 

$3.(X) 

F.yc For An Eyre 

$4.00 

Jandor’s Ring 

S2.tX) 

Jandor's Saddlehags 

$2.00 

Jeweled Bird 

$2.00 

King Suleiman 

$20.00 

Monish Cavalry 

$2.00 

Oasis 

$2.00 

Sandals Of Abdallah 

$4.50 

SnuRvad 

$2.00 

Wyluli Wolf 

$4.00 

Antiquities 


Armageddon Clock 

$2.00 

Bnwr Tablet 

$2.00 

Coral Helm 

$2.00 

IXafnas Restoration 

$2.00 

Gale to Phyrexia 

$2.00 

(k>lgvXhian Sylex 

$4.00 

Jalurn Tome 

$2.00 

Martyrs Of Korhs 

$2.00 

Mishra's War Machine 

$2.00 

fXrehsk Of Undoing 

$4.00 

Power Ireech 

$2.00 

Shapcshiftcr 

$3.00 

Taw nos Coffin 

$22.00 

Tetravus 

$3.00 

Transmute Artifac t 

$2.(X) 

Ur/a’s Miter 

$3.00 

Beta 


Blare Of Gkuy 

$28.00 

Blessing 

$6.00 

Camouflage 

Vi.no 

Clockwork Beast 

$6.00 

Cockatrice 

$8.00 

Copper Tablet 

$7.00 

Deathlace 

$6.00 

Disintegrate 

$2.00 

Dragon Whelp 

$400 

Dram Power 

$8.00 

Dwarven DetnoTcatn 

$4.(X> 

Giant Grow til 

S2j( 

Helm Of Chat/uk 

$6.00 

let Storm 

S24.(X) 

Invisibility 

$3.00 

Jade Monolith 

$6.00 

Jade Statue 


Karma 

$2.00 

Kottbus Bell 

$6.00 

Library Of ixng 

$23 

Lightning Bolt 

$9.00 

Lure 

$2.00 

Magical Hack 

■ 

Nettling Imp 

$3.00 

Rcgrowth 

$12.00 

Rock Hydra 

• i / 

Rod Of Ruin 

2 

Scrm Angel 

25.< 


Thicket Basilisk 

$2.00 

Veteran Ikxly guard 

$6.00 

Zombie Master 

$6.00 

Boxes 


Chronicles - Foreign BB 

$99.00 

DucixlOI5R-Tatv V id Bsb 

$95.00 

Renaissance - (kTinan 

$89.00 

Rtvisixl - (Jamal BB Staler $225.(*' 

Common Sets 


Alpha 

$69.00 

Arabian Nights 

$59.00 

Dark 


Ball Lightning 

$10.00 

Cleansing 

$2.00 

Dance Of Many 

$2.00 

Elves Of Deep Shadow 

$2.00 

Gtffiin Wi/aid 

$7.00 

Lurker 

$2.00 

Martyr's Cry 

$3.00 

Merfolk Assassin 

$3.50 

Niall Silvain 

$2.00 

lYeacher 

$10.00 

Psychic Allergy 

$2.00 

Skull Of Omi 

$3.50 

WonnwiKxl Treelolk 

$2.00 

Foreign BB 


Bayou 

$12.00 

Black Vise 

$2.00 

Ckme 

$4.00 

Demonic Tutor 


Ivory' Tower 

$2.00 

Juggernaut 

$.33)0 

Mima Flare 

$3.00 

Mana Vault 

$4.00 

Mishra's Factory 

$3.00 

Serra Angel 

$8.00 

S winds To Pk>w shares 

$250 

Veteran Bodyguanl 

$2.50 

Homelands 


Autumn Wilfow 

$7.00 

Ice Age 


Blinking Spirit 

$6.00 

Brushland 


Despotre Ss’epter 

$2.00 

Ghostly Flame 

$2.00 

Kaqvlustn Ii>rest 

$6.50 

Knight of Stromgakl 


I Jiurgoyf 

$6.ai 

Marton Stromgald 


Necropotence 


Orcish Squatters 

$2.00 

Pentagram of the Ages 

$2.(X) 

Pox 

$4.00 

Skeleton .Ship 

$2.00 

Storm Spirit 

$2.00 

Stormbind 

$6.00 

Stromgakl Cahal 

$2.00 

Time Bomb 


Underground River 

$6.00 

Vexing Arcanix 

$2.00 

legend 5 Rings 


Ancestral Swud Of I kxi Clan S2( ).< *! 

.\nLrestolSw»Kl(XHiixT*\nat $20.00 

legends 


Aerathi Berserker 

$4.00 

Axelnxi (Hmnarson 

VUX) 

Ayesha Tanaka 

$3.00 

Blood Iaist 

$5.00 

Bron/re Horse 

$3.00 

Carrion Ants 

$6.00 

Cleanse 

$12.00 

Cosmic Horror 

$.3.00 

C'rims»m Manticore 

S3.00 

Demonic Torment 

$150 

Dream (\«t 

$2.00 

Elder l^uid Wumi 

$3.00 

Elder Spawn 

$4.00 


Elvren Riilcrs $3.00 

Equinox $2.00 

Evil Eye Of Oims-By-Gore $3.00 

Held of Dreams $12.00 

Forethought Amulet $5.00 

Frost Giant $2.00 

Costa Diri $6.00 

Greater Realm Of Preverva. $6.01 > 

Hammcrhwm $4.00 

Horn of Deafening $5.00 

Horror Of Horrors $2.00 

Imprison $7.00 

infernal Medusa $3.00 

Johan $5.00 

Juxtapose $3.00 

Karakas $4.00 

Kci Takahashi $3.00 

Killer Bees $7.00 

Lady Evangela $7.00 

lifeblood $9.00 

Mold Demon $4.00 

Pendclhavcn S6.(K) 

I*etra Sphinx $3.00 

Presence Of Tt»c Master S2.00 
Rebirth $2.50 

Reincarnate wi $2.00 

Relic Barrier $5.50 

Revelation $2.50 

Ring Of Immortals $63X) 

Spectra! Ckx* $3.50 

Spinal ViUain $12.00 

Stangg $3.00 

Storm Seeker $5.00 

Telekinesis $5.00 

Tele port $3.00 

Tempest Efrect $2.50 

Tolaria $3.00 

Ufborg $5.00 

Voodoo DoO $2.50 

Wall of Oppositfon $2.50 

Wood Elemental $4.00 

Xira Aricn $2.50 

legends - Foreign 
Adun (kikenshield $3.00 

AMok’iCvpi $43 ■ 

Bartel Runeaxc $3.(X) 

Boris Devilboon $3.00 

Cleanse $4.(X) 

Concordant Crossroads $2.00 

Field of Dreams $4.00 

Hrestorm Phoenix $7,00 

Forethought Amulet $2.00 

Gravity Sphere S6.00 

Haze/on Tamar $4.00 

Helltirc $5.00 

Imprison $3.00 

In The Eyes Of Chaos $3.00 

Infinite Authority $2.(X) 

Knowledge Vault $2.00 

Lady Caleria $3.00 

Land Tax $2.00 

Iivonya Silone $2.(X) 

Master Of The Hunt $7.00 

Mold Demon $2.00 

Nether Void $40.(X) 

Nicol Bolas $3.00 

Palhkiia-Mors $2.00 

Ramses Overdark $3.00 

Recall $2.00 

Serpent Generator $2.00 

Spiritual Sanctuary $2.00 

Storm Work! $2.50 

Telekinesis $2.00 

Time Elemental $3.(X) 

Tuknir f>eathkvk $2.00 

Typhoon $2.00 

Vaevictis Asmadi $2.00 


Mirage 

Asmira. Holy Avenger $4.tX) 

Brushwagg $3.00 

Canopy Dragon $3.00 

Catacomb Dragon $8.00 

Celestial Dawn $8.00 

Chaosphere $3.00 

Charcoal Diamond $3.00 

Cursed Totem $3.00 

Daring Apprentice $4.00 

Early Harvest $2.00 

Emberwikie Diinn $5.00 

Frenetic Efrect $5.00 

Grinning Totem $9.00 

Lion’s Eye Diamond $3.00 

Marble Diamond $3.00 

Pearl Dragon $3.50 

Political Trickery $550 

Polymorph $3.00 

Purraj of Urborg $2.00 

Reckless Emhemiagc $2.50 

Reparations $2.00 

Sacred Mesa $7.00 

Spectral Guardian $2.00 

Tefcri’s Isle $2.(X) 

Wildfire Emissary $3.50 

Zirilan of the Claw $3.(X1 

Zuberi Golden Feat $3.00 

Revised or 4th 

AnkhOfMishra $2.<X) 

Balance $33X) 

Bayou $12.00 

Braingeyser $5.00 

Clone $5.(X) 

Cockatrice $2250 

Colossus of Sardia $2.50 

Elvish Archers $3.(X) 

Eye For An Eye $ 1.50 

Gaea's Liege $2.(X) 

Inferno Si-50 

Ireviathan $2.(X) 

land Of The Pit $2.00 

Magical Hack $2.00 

Mana Vault $2.00 

Mishra's Factory S4.00 

Regrowih S2.1X) 

Righteousness $1.50 

Rocket launcher $2.<X) 

Savannah Lions $3.50 

Sylvan Library $.3.50 

Tune Elemental $2.50 

Veteran Bodyguard $2.50 

Star Trek Alternate 
R*ure Enterprise - Ultra-Rare S95.IX) 
Specials each $10.00 

Beta Commons - 20 tiilT. $10.(X) 
Star Wars BH 

Anakin's 1 .ightsaber $ 18.00 

Boring Conversation $8.00 

C-3PO (See-Threcpio $12.00 

Corellian Corvette $2.(X) 

Imperial-Star Star Destroy er S4.00 
Obi-Wan's Cape $6.(X) 

Obi-Wan’s Lightsaher $14.00 

R2-D2 $10.00 

Sets 

4th Edition $129.00 

Alliances $109 • 

Collectors Set - Internal* ml $299.00 
Dark - Italian $49.00 

Renaissance - Italian $49.(X) 

Unlimited 

Blessing $2.00 

Camouflage $4.00 

Clone $5.25 

Consecrate Land $9.00 

Counterspell $3.00 


Disenchant 

$2.00 

Earthquake 

$5.00 

Granite Gargoyle 

$4.(X) 

Hypnotic Specter 

$5.00 

lee Storm 

$20.00 

Krev isibility 

$2100 

Lightning Bolt 

$3.00 

Manabarbs 

$2.00 

Natural Selection 

$14.00 

Raging River 

$25.(X) 

Regrow th 

$2.50 

Righteimsnevs 

$2.50 

RiK*k Hydra 

$4.50 

Sengir Vampire 

$.350 

Serra Angel 

$9.00 

Sol Ring 

$8.00 

Tm vHeaikd ( Hart (X' Roys 

S33JQQ 

Visions 


Aku I>jinn 

$5.00 

Anvil of Boganian 

$4.(X) 

Bogardan Hioenix 

$4.(X) 

Diamond Kaleidoscope 

$4.(X) 

Elkin Lair 

$4.(X) 

Equipoise 

$5.(X) 

Eye Of Singularity 

$2.(X) 

Femeref Enchantrevs 

$4.(X) 

Forbidden Ritual 

54.1-0 

Griflin Canyon 

$7jOO 

Katabatic Winds 

$6.00 

lightning ('loud 

$3.50 

Natural Order 

$4.00 

Phyrexian Maravxkr 

$23)0 

Pillar Tombs Of Aku 

$4.50 

Quirion Druid 

$4.(X) 

Retribution Of The Meek 

$6.00 

Suleiman’s Legacy 

$5.50 

Teteri's lAiz/k Box 

$4.(X) 

Wand of IX*nial 

$6.00 

7Jialfirin Crusader 

$7.<X) 

Weatherlight 


Aboroth 

$7.00 

Avi/oa 

$5.00 

Buried Alive 

$2.00 

Doomstlay 

S5.(X) 

Fungus lilemental 

$4.00 

Galltvw braid 

$7.00 

Heat Stroke 

$4.00 

Inner Sanctum 

$23X1 

Liege Of The Hollows 

$4.00 

Morinfen 

$5.00 

Nature’s Resurgence 

$53X) 

Null Rod 

$4.00 

Orcish Settlers 

$2.00 

Phanmm Warrior 

$250 

Totarian Serpent 

$23X1 

Well Of Knowkdge 

$3.00 

X-Files 


Agent Henderson 

$10.00 

Chester Bonaparte 

$17.00 

Deny Everything 

$70.00 

No (hie So Paranokl 

$403X1 


I + W * * * * * « » « » « * * » • * * * **■ 0 » 


Address: 253 Reynolds 
Road, Keavy KY 40737 
USA 

Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
Hours: 10 A.M. - 10 P.M. 
est Monday-Friday 
e-mail 

orders@aqvault.com 
Web Site: 

http://www.aqvault.com 


c're Co*sr Ur*?:."'* A V ' V ts A. KriekarxK* .rdal vs tradowks cf W^arde of the Coast he. Vanpce' The Etefnai Sfrugg*' is a rademrk of Waarcis cf Coast, ix and Whin Woi Gares -c tefrrivr* 

a a - ■xr-*:,; ■? - ’ us r sr Oarwc rc «;nouc»d Ata-as J r<> Coax .my <wse R. Tateonan Games, rtc. BaaeTeo^'« a trademark of of FASA The BeSeTecr* jrwer* is owned oy FASA Comorssat and* used b> Coatf 

kcenus Mcerpxtixr '-arm vsowrwki oared by the campsnss be! ptttsh those products Use of be name of ary product *«ctf mer-^an of trademark slat* should rtf be consent as a chalenga jo sxh sets 
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ARE YOU A FRUSTRATED RETAILER? 


DRACTUS 


YOUR GAMING 

DISTRIBUTOR 

Specializing in 
great service 



DRACTUS PUBLISHING IS PLEASED TO BE AN AUTHORIZED 
DISTRIBUTOR OF THESE FINE WIZARDS OF THE COASTS PRODUCTS: 

The next limited-edition expansion for Magic; The 
Gathering takes off this summer. Fly with the crew of 
the Weatheriight to the shadow plane of Rath, and 
discover wild new forces of Magic. There is no calm 
before the storm. There is only Tempest. 



Obsidian Edition is the third printing of the Legend of the Five Rings 
CCG basic set. It features over 300 cards in special oversized "delux 
starter decks that are perfect for new and old players alike. 


MSB. 

FIFTH EDITION 


The newest edition of the original trading card game. 



WE CARRY THE FOLLOWING PRODUCT LINES: 

Aircel Comics 

Decipher 

Global Games 

Khalsa Brain Games Systems 

Pioneer Videos 

U.S. Games Systems 

Atlas Games 

Dream Pod 9 

Heartbreaker 

Kopiow 

Precedence 

West End Games 

Avalon HNI 

Enor 

Hogshead 

Last Unicom 

Rai Partha 

White Wolf 

Black Dragon Press 

FASA 

Holistic Design 

Optimus Design Systems 

Reaper 

Wizards of the Coast 

Casino Books 

Fieer/Skybox 

Publishing 

Mayfair 

Rembrandt 

Wlldstorm 

Chaosium 

Flying Buffalo 

Iron Crown 

Palladium 

R. TaVsorian Games 

Wizard Press 

Companion Games 

FPG 

Enterprises 

Phage Press 

Scryt Magazine 

Wordware Press 

Daedalus Studio 

Geo Hex 

Kenser Sr Company 

Pinnacle 

T.S.R. 

Xeno Games 


CANADIAN RETAILERS ONLY • call (613) 744-5225 

or fax (613) 744-6783 for Price List & Details on Specials 


ifM 


/W' QIC 

^ Thtf iiattwnny 






There can be only one. 


}"\"v r tncmag ic. com 

941 - 927-8398 

Worldwide leader in Collectibles! 

CCG's, Action Figures, Toys. Beanie Babies, 
Movie Memorabillia, Film Cells, Lithos, and more.. 

# The National Collector, Inc. 

6113 ( lark Center Ave. Sarasota, I L 34238 l SA 
Voice 941-927-8398 Fax 941-927-9495 
info a tncmagic.com orders a tncmagic.com 
• ( all or Fmail for xutir KRKK catalog Tod ax! 


Statement of Ownership Management, 
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Title of Publication: The Duelist 
Publication Number. ISSN 1082-8621 
Filing Date: October 1, 1997 
Issue Frequency: Bi-Monthly 
Number of issues Published Annually: 6 
Annual Subscriptkn Price: $17.95 
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98% OF OUR SINGLES AT B ELOW LOW SCRYE 


No other ongoing company 
boots our singles prices 

Are you currently getting 

1) The Lowest prices on singles 

2) All cards in NR mint/mint condition 

3) Fast reliable delivery 

Yes: You're already buying from J&M 
Mo: Suggest you start buying from J&M 

To receive J&M's singles price lists, just 

Phone (510) 337-9700 Fax (510) 337-9300 

or visit http://www.JM-ENTERPRISES.com 

J&M Enterprises 

22 Leonard Ct, Alameda, CA 94502 


//- (517) 539-7256 

VeBtfy &§e|] * 

$et»,s?ngK Magic: The Gathering* 

ana star Wars* & much more 

STAR WARS / X-MEN / SPAWN FIGURINES 

Now Selling Tempest 

Shipping is free on single card orders over SI00. 

Call Srf be.sf ^i“roes! 

We sell supplies, deck protectors, dice and much more. 

Tfcee sancgeW teurmmenfs evay weeJC 
pee- $>]>en area 

1 ( eathcrliqht' V 


3157 Clare Ave No. 3008 Texas Avenue 

Harrison. Ml 48625 St Louis Park MN 55426 

International Orders Welcome 
Minimum order $10 • Minimum S/H $5.95 
We accept Visa/ Mastercard and money orders 




Coll <110 766 8071 • fox <11 0 58*2-9738 


e-moil clyvo@clork.net <uiujuMninlcord.com 

How /peciolixing in /ingle/ & bone/ 
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Uncle Jed's Game Shed 

www.gameshed.com 
www.unclejed.com 


< Jed Shed > 


Come for the freaks! Stay for the games! 

"IT'S QUITE ENTERTAINING, AND THE BARGAINS ..." 

Slim Bigboy. professional entertainer & farmhand 

No computer? Then call 

1 ( 888 ) 691-0747 

Your Online Super Gaming Barn. 

We offer the best variety of 

"Video Games *PC/RPQ/CCQ 
"f^aystatJonySaUira/IHlntendo 
*WotCA s SR/Fasa/etc../And Accessories! 

All at 20%>30% discount. Sometimes MORE. Yeeha! 
Secure online ordering or call toll free 24 hours. 

Most orders shipped out next day. 

Order over $ 100 and we ship it free.* 
Visa/MC/AmEx/Disc/Check accepted.Express Delivery' 

"Letz uz put dem gams In yur hanz, ya freak.' 

Unci© Jed's Game Shed. Game Shed. Slow’ Bob, Crazy Cousin Zeke. 

& Slim Bigboy. are ©Game Shed so hands off my gumbo. *See site for details 
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Man O’Mana 



Stangg 3/4 


* 

Stanggs Twin 3 4 



Y our opponent is Skaff, and you are in the 

third game of a match. Using his Glasses of 
Urza to check out your hand, Skaff con¬ 
cocted an evil plan: he stored up large amounts of 
mana using mana batteries and storage lands. 

Then, knowing you only had a Mana Drain to 
protect yourself, hit you last turn with a 109-point 
Fireball. It is now the beginning of your main 
phase, and 110 colorless mana have just been 
dumped into your mana pool! Find a way to defeat 
Skaff this turn without dying yourself. 




DIFFICULTY 


S \ S 1 Y 


CARD HIGHLIGHTS 


Tawnos’ Coffin 4 

3 , ip: Select a creature in 
play, that creature is consid¬ 
ered out of play as long as 
Coffin remains tapped. I lence 
the creature cannot 
be the target of 
spells and cannot 
receive damage, use 
special powers, 
attack, or defend. 

All counters and 
enchantments on 
the creature remain 
but arc also out of play. If 
Coffin is untapped or 
removed, creature returns to 
play tapped. You may choose 
not to untap Coffin during 
the untap phase. 



Stangg 4 ^ 3 

When Stangg is brought 
into play, also put a Stangg 
Twin token into play. Stangg 
Twin token is a 3/4 green 
and red legend. If Stangg 
leaves play, remove Stangg 
Twin token from the game. If Stangg 
Twin token leaves play, bury Stangg. 



Copy Artifact 1 4 

Select any artifact. This enchantment 
acts as a copy of that artifact; it 
is affected by cards that affect 
either enchantments or arti¬ 
facts. Tlie copy remains even if 
the original artifact is destroyed. 
Enchantments on the original 
artifact are not copied. 



Green Mana Battery 


Red Mam Batten 


YOU (BLACK/BLUE/GREEN) 




B<x)k of Rass 



Underground Sea (2 
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29 LIFE REMAINING 



Krhnam Diinn 4/5 



(. classes of Urza 


Mountain 



Tundra (2) 



with Wild Growth 



I Iollow Trees 



Dwarvcn Hold 


Stumped? 

Fear not. 

Hints for puzzles can be found 

on The Duelist website at 

< unvw. ’wizards.com^Duelist_ On/i ne/>. 


110 COLORLESS MANA IN POOL 



2 LIFE REMAINING 


Blue Mana Battery 
with 4 counters 


Cyclopean Mummy 2/1 
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Design 
of the Times 


DIFFICULTY 


"V TT TThen a designer creates a card, he 
% f\ / (or she) normally thinks very little 
V V about the title. All that is necessary 
at the moment of creation is to give the card 
some name that hints at its power. With this 
in mind, I’ve provided 24 designer names of 
cards that made their way into Tempest . 
Using the hints provided in the names, can 
you match the fifteen correct names from 
that list with the fifteen partial Tempest 
cards reproduced at right? And for the truly 
masochistic, try to name the Tempest cards 
for the nine unused designer names. 





A) 

Bogavhati 

M) Mass Brainwash 


Centaur 

N) Motivator 

B) 

Chameleon 

O) Orcish Doctor 

C) 

Crop Rotation 

P) Population 

D) 

Embalmer 

Control 

E) 

Etheridasm 

Q) Ragnorak 

F) 

Fight, Dammit! 

R) Riddlcr s Fuse 

G) 

Flame Seeker 

S) Rod of Ice 

H) 

Flight Instructor 

T) Self Builder 

I) 

Fortune Teller 

U) Spiritual 

J) 

Give and Take 

Defense 

K) 

Knuckle Krakken 

V) Splat 

L) 

I library 

W) Unholy Boon 


Armageddon 

X) Wind Tunnel 


y3Av^d s.wi*o*n sonhos liwrw-s vaNvo'**o&»-w idnyxia# 

•H1QW3H98 OtHUs08^ Y'JTrt-eaVBDTl-l IDVJWl N33O0 NUJOD^O SCtfOWHlO 

A " SI Nutl '0~ I I 8«0I *d * 6 M^8 0*1 U = 9 l«S H«t Dsl***^ 10 * 
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ALYSSE (GREEN/RED) 


15 LIFE REMAINING 
ALYSSE MAS NO CARDS IN HAND 


Whittle by 
Whittle 


DIFFICULTY 


M I I) I I M 


Y 


bur opponent is Alysse. 
You and she are playing an 
ri\-Tempe$t Constructed 
game. Although you are starting 
to mount a comeback, Alysse s 
Scalding Tongs will do the final 
point of damage to you during 
her next upkeep. It is the start of 
your main phase. Without dying 
yourself, defeat Alysse this turn. 


CARD HIGHLIGHTS 

Crown of Flames d 

d: Enchanted creature 
gets +1/+0 until end of 
turn. 

d: Return Crown of 
Flames to owners hand. 


Mogg Fanatic d 

Sacrifice Mogg Fanatic: 
Mogg Fanatic deals 1 
damage to target creature 
or player. 




Segmented 
Wurm 3d* 

Whenever Segmented 
Wurm is the target of a 
spell or ability, put a -1/-1 
counter on it. 



Forest (2) 


Mountain (3) 


YOU (BLACK/RED) 


1 LIFE REMAINING 



YOUR HAND 
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Step-by-step 
solutions to last 
issue's "Magic: 


The Puzzling" 


by Mark Rosewater 


There was a time in my life 
when I would have panicked 
when a gun was held to my face. 
But after a year of dealing with 
prison guards, high-jackers, and 
pirates, there was little that 
really shocked me anymore. 
“Put down the gun,” I said to 
my evil twin, “we both know 
you can’t shoot me. Your entire 
life is dedicated to making mine 
miserable. What would you do 
if I didn’t exist?” 

He paused in thought for a 
second and then let the gun 
drop to his side. I turned and 
smiled at Leah. 

“I guess you’re right,” he 
admitted, “Only one thing to 
do.” He raised the gun and shot 
Leah. Mental note: Don’t try 
reasoning with evil twins. 

Leah has been in emergency 
surgery for thirteen hours. 

I’m passing the time writing 
this column. 


TRICKS 


c 4* o c v 


Any Moment 


Published in Duelist #20, p. 122 


T o defeat Jakub, you need to deal 41 points of damage. Lets examine what cards 
you have available to do that damage. In play you have four creatures (Unstable 
Shapeshifter, Bottle Gnomes, Souldrinker, andThalakos Mistfoik) and an artifact 
(Cursed Scroll) capable of doing damage. In your hand you have Stinging Licid, Kezzer 
drix. Spinal Gratt, and Evincar’s Justice. You have Sadistic ( dee. Bottle Gnomes, and 
Darkling Stalker in your library. As you start doing the math, you realize you’re going to 
need an extra turn to defeat Jakub. This makes the Time Warp essential. Also, as you need 
the extra cards, Duplicity looks like a mandatory card. 


1 ) 


2 ) 


3) 


4) 


Main phase y first turn 

Tap all fifteen swamps and all eight 
islands to add fifteen black (ten used as 
colorless) and eight blue mana to your 
manapool. 

Use one blue mana to cast Stinging 
Licid. (NOTE: All blue and black spells 
will cost two colorless mana less due to 
the Medallions.) This turns Unstable 
Shapeshifter into a Stinging Licid. 

Use one blue mana and tap the Unsta¬ 
ble Shapeshifter (now a Stinging Licid) 
to turn it into an enchantment on 
Jakub s Jackal Pup. 

Use two colorless mana and tap Puppet 
Strings to tap Jackal Pup. The Unstable 
Shapeshifter/Stinging Licid deals 2 
damage to Jakub. Jakub is now at 39 
life. 

Use one black mana to cast Spinal 
Graft on J akub s J ackal Pup. 

This will keep the Jackal Pup alive to allow 
you to do additional damage to Jakub. In 
addition, you want Jakub to have a creature 
in play once you cast Kezzerdrix. 

6) Use two blue and one colorless mana to 
cast Time Warp. You wall get an extra 
turn after this one. 

/) Sacrifice the Bottle Gnomes to gain 3 
life. You are now at 6 life. 

8) Pay 3 life to add a +1/+1 counter to 
Souldrinker. It is now a 3/3 creature. 


5 ) 


You are now at 3 life. 

This is done to keep your Souldrinker 
around after you cast Evincar’s Justice. 

9) Use one blue mana to return Thalako 
Mistfoik to the top of vour library. 

This is important, as you want to have a 
fifth card to draw with the Duplicity. I he 
Thalakos Mistfoik is merely a placeholder. 

10) Use two black and rhree colorless mana 
to cast Evincar’s Justice and buy it back 
Evincar’s Justice deals 2 damage to all 
players and creatures. This destroys 
your Stinging L.icid and all of Jakubs 
creatures, except the Spinal Grafted 
Jackal Pup. Evincar’s Justice deals 2 
damage to you and 4 to Jakub (2 directb 
and 2 for damaging the Jackal Pup. > 
You arc at 1 life. Jakub is at 35 life. 

11) Use one colorless mana and tap Scroll 
Rack to exchange Evin car's Justice 
with the top card of your library (Fha- 
lakos Mistfoik). 

You need to get the Evincar’s Justice out ot 
your hand so you can ensure 2 damage from 
the Cursed Scroll later. 

12) Use one blue mana to cast! halakos 
Mistfoik. Your Unstable Shapeshifter 
becomes a tapped Thalakos Mistfoik 
and pops off Jakubs Jackal Pup. 

The Unstable Shapeshifter has tio damage 
on it since it was an enchantment when the 
Evincar s Justice was cast. 
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13) Use rvvo black mana to cast Kezzerdrix. 
Your Unstable Shapeshifter becomes a 
Kezzerdrix. 

14) Use two blue and one colorless mana to 
cast Duplicity. Put the top five cards 
from vour library (Evin car’s Justice, 
Sadistic Glee, Bottle Gnomes, Dark¬ 
ling Stalker, and Swamp) on top of 
Duplicity. 

15) Use two colorless mana, tap Cursed 
Scroll, and name “Capsize.” Jakub 
has no choice but to pick the Capsize. 
Deal 2 damage to Jakub. Jakub is now 
at 33 life. 

16) Attack with your Souldrinker, dealing 3 
damage. Jakub is now at 30 life. 

17) Discard Capsize during your discard 
phase (Because of Duplicity). 

18) Declare the end of your turn. 

Upkeep phase 

19) lap an island to add one blue mana to 
your mana pool. 

20) Use one blue mana to return Thalakos 
Mistfolk to the top of your library. 

This is important, as you would lose during 

your draw phase if you had no card to draw. 

21) Swap your hand (now nothing) for the 
five cards on top of Duplicity . 

Draw phase 

22) Draw Thalakos Mistfolk 
Ma in phase 

23) Tap all fifteen swamps and seven 
remaining islands to add fifteen black 
and seven blue (six used as colorless) 
mana to vour mana pool. 

24) Use one black mana to cast Sadistic 
Glee on the original Kezzerdrix. 

25) Use three colorless mana to cast Bottle 
Gnomes. Your Unstable Shapeshifter 
becomes a Bottle Gnomes. 

26) Sacrifice Bottle Gnomes to gain 3 life; 
puta+lAl counter on Kezzerdrix. I t is 
now r a 5/5 creature. You are now at 4 life. 


27) Use one blue mana to cast Thalakos 
Mistfolk. Your Unstable 
Shapeshifter becomes a Thalakos 
Mistfolk. 

28) Use one black and one colorless 
mana to cast Darkling Stalker. Your 
Unstable Shapeshifter turns into a 
Darkling Stalker. 

The order is important because you want 

the Unstable Shapeshifter to end up as a 

Darkling Stalker. 

29) Use eleven black mana to pump the 
Unstable Shapeshifter/Darkling 
Stalker to a 12/12 creature. 

30) Use two black mana to cast Evincar s 
Justice, which deals 2 damage to all 
your creatures (destroy ing the Tha¬ 
lakos Mistfolk and the Darkling 
Stalker), 2 damage y r ou, and 4 dam¬ 
age to Jakub (2 extra because of the 
damage to the J ackal Pup). Add two 
+1/+1 counters to Kezzerdix. It is 
now a 7/7 creature. You are at 2 life. 
Jakub is at 26 life. 

31) Use two colorless mana, tap Cursed 
Scroll, and name “swamp.” Jakub has 
no choice but to pick the swamp. Do 
2 damage to the J ackal Pup. This 
deals 2 damage to Jakub and buries 
the Pup (due to the Spinal Graft). 
Put a +1/+1 counter on Kezzerdrix, 
making it an 8/8 creature. Jakub is at 
24 life. 

32) Play your swamp. 

33) Tap the swamp to add a black mana 
to vour mana pool. 

34) Use one black mana to pump the 
Unstable Shapeshifter/Darkling 
Stalker to 13/13. 

35) Attack with the Kezzerdrix, Unsta¬ 
ble Shapeshifter/Darkling Stalker, 
and Souldrinker to deal 24 damage. 
Jakub is at 0 life. 


Counter Point 

Published in Duelist #20, p. 125 

T he solution to this puzzle is 
straightforward but not obvi¬ 
ous. The key is causing Odo to 
mana burn himself. 

1) Tap the Wild Growthed forest and 
a mountain to add two green and 
one red mana to your mana pool. 

2) Use the three mana to cast Mana 
Flare. If Odo counters this, cast the 
three direct damage spells. One of 
them will go uncountered. 

3) Tap two mountains to add four red 
mana to vour mana pool. 

4) Use three red mana to cast the sec¬ 
ond Mana Flare. If Odo counters 
this, y r ou can again use direct dam¬ 
age to run him out of Counter¬ 
spells and defeat him. 

5) Use the remaining red mana to 
cast Lightning Bolt. Odo must 
Counterspell this, leaving an extra 
blue mana floating in his pool. 

6) Declare your attack phase. Odo 
takes mana burn for 1 point of 
damage. He is now at 2 life. 

You need to take advantage of the fact 
that starting and ending an attack 
clears the mana pool. Remember you 
don’t need creatures to declare an 
attack. 

7) Make a null attack (attack with 
nothing). 

8) Tap the remaining forest and 
mountain to add three green and 
three red mana to vour mana pool. 

9) Use one red mana to cast a second 
Lightning Bolt at Odo. Odo must 
Counterspell this, leaving one blue 
mana in his mana pool. 

10) Use three green and two red mana 
to cast a four-point Fireball at 
Odo. Odo must Counterspell this, 
leaving two blue mana in his mana 
pool. 

11) Declare the end of your main 
phase and watch Odo die from 
mana bum. 

That’s all for this issue. Join me next 
time for more solutions and hopefully' 
news of Leah’s happy recovery. Until 
then, always remember: Never reason 
with an evil twin. ♦ 
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Collectors Set 
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Group A (Magic cards also in Portal) .1 ► Armored Pegasus 

Group B (Creatures whose powers do not work if tapped) ....8 ► Watchdog 

Group C (Cards with repeats in Tempest) .6 > Rampant Growth 

Group I) (Cards with exact duplicates in green).7 ► Sudden Impact 

Group E (Cards whose art is a later part of a sequence).2 ► Diabolic Edict 

Group F (Cards with four-letter flavor text).4 ► Jinxed Idol 

Group G (Cards that cause cards to leave the game).5 > Lobotomy 

Group 11 (Cards illustrated by Quinton Hoover).3 > Fugitive Druid 












by Richard Garfield 


A Game by Any Other Name 


W hat is the definition of a 
game? This question can be 
quite frustrating to anyone 
who thinks about the broad 
variety of games that exist* It 
is relatively easy to define what a movie or 
a b<x)k is, but the word “game” includes a 
seeming hodgepodge of semi-related 
activities. It is difficult to find one defini¬ 
tion that covers them all while excluding 
things that clearly aren’t games. 

This is the closest definition I could 
find, looking in the nearest handy dic¬ 
tionary {The Random House College 
Dictionary, 1980): 

A competitive activity involving 
skill, chance, or endurance on the 
part of two or more persons who play 
according to a set of rules, usually for 
their own amusement or for that of 
spectators. 

The problem with this definition is 
that it doesn’t include activities the game- 
playing community 7 would consider to be 
games, such as solitary 7 pastimes (most 
computer games to date), roleplaying, 
| and cooperative games. 

Other entries are far too broad to de¬ 
fine a game in the sense I’m seeking. For 
example, the same dictionary also defines 
a game as “an amusement or pastime.” 
. lliis would include movies and books, 
and so is as imprecise as the first defini¬ 
tion, hut for the opposite reason—it isn’t 
restrictive enough. 

There was a period when 1 attempted 
to encompass all things I considered to be 
games under one definition, but it always 
ended up including things like astron¬ 
omy, which clearly isn’t a game in the 
ordinary sense. 

Later I changed my tactics and 
excluded roleplaying from this category 7 : 
it might be a wonderful pastime, but it’s 
just too different to be considered a game. 
And solitary play against a computer isn't 
a true game, as there is no human oppo¬ 
nent. This attitude couldn’t last forever, 


though, because I believe language con¬ 
veys meaning in how it is actually used, 
not how some person or reference guide 
says it should be used. People do refer to 
roleplaying and solitaire as games, and by 
doing so, put them in the same category 


as “regular” games like chess, basketball, 
and poker. 

It is important for me, however, to 
refer to the class of games that falls under 
the dictionary definition, so my new tac¬ 
tic is to coin a word. I chose orthogame y 
inspired by the term “orthochess” used by 
David Pritchard in his book The Encyclo¬ 
pedia of Chess Variants (Games and Puz¬ 
zles Publications, Surrey, 1994). Air. 
Pritchard used this word to define chess 
played by the standard niles as a reference 
point when discussing chess variants. In 
the same way, an orthogame is a competi¬ 
tion between two or more players using 
an agreed-upon set of rules and a method 
of ranking. It is not necessary to rank all 
players; often there is only a winner. So, I 
consider Clue to be an orthogame even 
though there is no way to determine who 
got second place. 

Roleplaying games are generally not 
orthogames, but may occasionally contain 
orthogames. A roleplaying game can be 
an orthogame when everyone agrees, 
explicitly or implicitly, that the winner is 
whoever has the most experience at the 


end of the campaign. Similarly, a rolepky- 
ing session may contain an orthogame if 
two or more of the players compete to get 
the most gold, for example, on a particular 
adventure. 

Solitaire games, or games in which the 
players are all on one team with a shared 
objective (sometimes called cooperative 
games), I tend to group under the term 
“puzzles.” It is easy to make puzzles into 

orthogames—players can race to solve 
the problem. Likewise, orthogames 
often contain puzzles, such as a posi¬ 
tion in chess where there is a sure way to 
obtain a checkmate. Roleplaying 
r games can fall into the puzzle category 
if players view themselves as sharing an 
objective. 

The line between puzzle and ortho- 
game can be blurry 7 when you play against 
a computer. Its silly to say that chess 
against Deep Blue isn’t a game because 
there is no human opponent. And in a 
game of cutting for the high card, a com¬ 
puter will provide every 7 bit as much com¬ 
petition as any human. Most computer 
games resemble orthogames played with 
a large handicap against a stupid oppo¬ 
nent who never gets any 7 better. Although 
many human players don’t provide as 
much challenge as even a limited com¬ 
puter opponent, there is always the 
potential for them to improve. 

In the past I have had problems when 
talking about games to broad groups of 
game enthusiasts and professionals. 
Some assume the topic is traditional 
games while others perceive a broader 
set of activities. Introducing the term 
“orthogame” does not answer the bigger 
question of what a game is. But it does 
isolate one form of game as a useful ref¬ 
erence point, and clarifies my thinking 
when I discuss the topic w 7 ith a dis¬ 
parate audience. & 


Thanks to Donald X.Vaccarino for bringing up this topic 
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Unedited 
inal Movie! 
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Dragonball Z • Arrival 


Subtitled - SRP 

Laserdisc* S&&MSRP 
DVD- jvy.yysRP 


Dragonball Z * The Saiyans 


Dragonball Z * Snake Way 




514.18 mf uacli 

All tapes contain at least three TV episodes! 


the Collectable Card Came 
Starter Deck: $8.98 SRP 
Booster Pack: $1.98 SRP 


FUNimation 




CrD PIONEER 

The Art of E n tertainment 


Call Pioneer Customer Service at 800-421-1621 for more information or check out our website: www.pioneer-ent.com 
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Wizards Customer Service: (206) 624-0933 
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